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d even more into this 
th’s issue including all the 
+ For the SNES and Game 


camps. We've FIFA 64 from EA; 


1g, lingering look at Mario 
rt 64, and the continuing 

Playguides for Shadows of the 
Empire and Super Mario 64. Not 
all of you are N64 players yet of 
course, and we've a taste of Lufia 
(the latest RPG on the SNES) 
together with two Game Boy titles 
plus the continuing DKL2 
Playguide. New SNES titles are a 
little rare at the moment, but we'll 
put them in as they appear, and 
watch out for some more strategy 
hints in the very near future. 


RIGHT TO THE TOP 


Added to all this we’ve got 
another rash of competitions 
with some fantastic prizes from 
the Lost World (Jurassic Park 2) 
film. We've also details of the 
Turok and Basketball: 
competition winners from a 
couple of months ago, plus the 
usual regulars in their usual slots. 
Hard to beat really! 


ITS ACL HAPPERIN 


A great deal has been happening 
in the Nintendo marketplace too, 
with the famous N64 price drop 
and further news of develop- 
ments such as the 64DD hitting 
the headlines. Check out page 6 
for all the latest news... 


BLAST OUT 


We did say we’d batter you 
senseless with Blast Corps this 
month, but with space at a 
premium we’ve decided to keep 
that one back for July. An’ that’s 
not so far away. 





- finally come? Yours might 


Write off! ............. 4 


Put pen to paper and let all 
your frustrations out! 


Games in development; 
things you should know. 
It’s all in here! 


Future Shock ...... 


Genetics could be the key to 
a different life! But will your 
clone see things the same? 


10 


What's Up?! ........ 12 


Dinosaurs — has their time 


have if you win one of our 
fab Jurassic Park prizes! 


Competition ....... 32 


Was it me? Was it you? 
Was it him AGAIN! 
Take a look and see. 


Shadows of the... 37 


Empire Playguide 
Part two of how to do the 
things a man’s gotta do. 





Super Mario 64... 42 


Playguide 


Got there yet? We’re nearly 
all the way. 


Donkey Kong ..... 
Land 2 Playguide 


More from where the apes 
and others play. 








Prepare for soccer! 
EA has more 
options than faces 
in the crowd. 






LUFIA 


In the footsteps 
of earlier RPGs 
comes another 
questing hero. 


COMPETITIONS 
TERMS AND CONDITIONS 


_ Competitions in this magazine are promoted by 


Catalyst Publishing, Level 28, Rialto 525 Collins 


_ Street, Melbourne, Vic 3000. Entry is open to 


residents of Australia & New Zealand with the 


_ exception of officers or employees (including 


immediate families) of the promoter, its advertising, 


_ sales promotion agency and printers. Entries close 
_ by the end of the working day Friday 27th 
_ June1997. The winning names will be printed in a 
_ future issue of Nintendo Magazine System. Prizes 
are not transferable nor are they redeemable in 
_ cash. The judges decisions are final and no 


correspondence will be entered into. Information on 
how to enter forms part of these conditions of 
entry. Each contest is a game of skill, not chance, 


and, as such all entries will be judged on merit. 
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Astro Boy hits the streets Becky Hornsby, Shelley McCarthy 


and more great prizes 
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Game Gurus ........ 


Beneath the darkest manhole 
cover there lurks a Guru. 


Swap & Sell ...... 64 


Get rid and get rich in the 
swapping marketplace! 
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GAME BOY 
GALLERY 2 


Once upon a 
time... 


THANKS GUYS! 


David Yarnton, Greg Arthurton and Janine Baird at 
Nintendo Australia and Beth Llewellyn at NOA; Tim 
_ Anderson at Madman and Jonathan Alley & Paul 

_ Wiegard at Siren; Chris Noone and Zenna 

_ Katsikaris at Roadshow Interactive; Julian White & 

_ Edward Fong at GTi; Simon Smith-Wright at 

_ Acclaim; Simon Callaghan at EA; Simon Farmer at 

| Rare; Tom Sarris at LucasArts; Marianne Collopy at 

_ UIP; Chris Howard at Toy Options; Janine Cooper at 
The Ink Group; Susanne Dam at Tradescene; Martin 
France at Random House. 
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More of your comments and queries. We get 
hundreds of letters every issue so sorry if we 
can’t find room for yours. Every letter gets — 
opened, read and thought about, but space 


and bite dictate in the end. 


PRICE OF POWER 


Dear NMS, 

For starters, great idea to have a serious 

letters section. Don’t you think it would be 

better to give up on the other two, seeing as 

they’re now rather pointless? Anyway, I 

have some important Nintendo-related 

questions to ask. 

1. I found out recently that Nintendo has 
banned all hiring of games that have been 
released after the 1st of January 1996. This 
seems pretty silly to me, and I’m sure a lot 
of other people are going to be upset at not 
being able to have a quick go ofa 
Nintendo 64 game overnight. I understand 
that it is the company’s right, and it means 
more money for them and all that, but I 
think that if they are going to ban rental, it 
is only fair that they lower the retail price 
of software. What do you think? 

2. Will Bubsy 3D ever see the light of day 
on the N64? 

3. When’s Zelda 64? I’m dying!! 

Hope you have fun pondering over them. 

Thanx! 

Peter Jenkins, Vic. 





Well — as you’re doubtless aware the price of 
the N64 hardware fell in May to $299, but 
software prices remain the same. It’s not 
altogether clear of the reasons why, but there 
has been some pretty strong pressure world- 
wide for the price to come down, largely from 
retailers who want to sell games on the back 
of high initial sales of the consoles. The war 
with Sony is obviously a factor too, and now 
that more and more games are coming out 
for the N64 this head-to-head could Pryve 
increasingly interesting. 

As we put this together the line from 
Nintendo on hiring remains the same: they 
won't get involved in hiring of games and 
_ will resist anyone whe coo 
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being reduced in price. The ad contained a 
female “Donkey Kong” and a mirror 
shattering. The SNES was being advertised 
for $99.00 which is about $5.00 more than 
some games! The N64 games are also 


being sold at about $99.00 as well. Shouldn’t | 


this mean that SNES games should go 
down in value? I mean, isn’t it a bit 
preposterous that the SNES console is the 
same price as some of the games? And an 
N64 game (which contains better graphics 
and microchips and costs more to make) is 
also the same price as a SNES game (a 
game with not as good graphics and 
shouldn’t cost as much to produce)? 
Michael Browner, WA 


Many things go into deciding the retail price 
of consoles and games, and often with such 
things the base unit will be sold cheaper than 
normal to ensure further sales of games later 
on. As for the rest of you, let us know what 
you think of the current state of affairs. 


READY FOR DK64? 


To NMS, 

I have heard a rumour that a game called 
Donkey Kong Fantasy will be coming out 
on the Nintendo 64, is this true? If so what 
will it be like? 

Yours sincerely, 

Steven Landman, Vic. 





All Rare will tell us is that they confirm 
DK64’s existence after a sort-of confirmation 
from Nintendo of America started us asking 
questions. Rare added that it’s ‘highly 
unlikely’ that there will be further SNES 
Donkey Kong titles released although we'll 
probably see some more Game Boy action. 


SCREEN TEST 


To Write Off! 

Just writing to say the new look and team 
(issue 34) was a vast improvement but the 
latest issue (#48) has reached new heights. 
Especially the front up and wider guide. 
The only quibble with it is that the quality 
of the photographs of some of the games 
has dropped considerably ie the Killer 
Instinct Gold screenshots from (#46) were 
very hard to make out. 

Any news about Final Fantasy 7 and 
Metroid? (on N64). 


Thanks and keep up the Awesome work. 


Yours sincerely 
‘Leon Baradinsky, Vic. 


Sometimes when we’re showing games in 
velopment the grabs we get are sent by the 
velopers because the game isn’t finished yet. 


email: catalyst@popmail.dircon.co.uk 














Write off! 

NMS Magazine, 
PO Box 734, 
Crow’s Nest, 
NSW 2065 


Our Killer Instinct Gold Preview in #46 
included screens captured from a video of the 
gameplay, so were a little shakier than usual. 
Compare them to the screens in issue #50 to 
see what we mean. 


The screenshots we do in-house are not 
photographs but digitally captured on to one 
of our Apple Macs and so the image we get 1s 
exactly what the N64 is producing. Some 
games are more difficult to capture than 
others depending on the frame rates and the 
way they are written — many deliberately blur 
the edges of characters and items to make 


them appear more rounded. Remember 


games aren't designed to be viewed as still 


_images but as a moving sequence, so when a 
sprite or background 1s moving the 


individual static image sometimes appears 
blurred. 

Lastly, TV screens work on a mix of three 
colours (red, green and blue) and printing 


inks use four (cyan, magenta, yellow and 
black) so it’s quite a process to match what 
you see on the screen. We'll always try to give 


you the best grabs we can with what’s 
available though. 

Metroid 64 1s still in development and its 
release date has not been decided. As for 


Final Fantasy, SquareSoft aren't working on 
N64 games now, so its appearance seems 
‘unlikely. 


COMPETITIONS 


Dear NMS, 





Te been reading NMS for a fair while now 
_and I would like to enter most competitions. 
I can’t do this seeing I dont want cut up my 


mag. For an example, take issue 49 there 
was a Turok competition which was on the 
opposite side of the Mario Kart 64 review. 


Also I would like to suggest you should 
have a special edition magazine with double 
the reviews, double the playguides and 
double the competitions. 


Alistair Smith, SA 


As we occasionally say on the forms: Copy the 
form if you don’t want to cut up your mag. 


You can also email, write out or draw forms 
if you'd rather. The only rigid stipulation ts 


that you address your entries to the correct 
place, oh, and get the answers right of course. 


Just for the record, the address is: 


XXXX’ Competition, 
NMS Magazine, 


| PO Box 734, 
—Crow’s Nest, 
NSW 2065 


email: catalyst@popmail.dircon.co.uk 
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64 bits for $299. That’s just $4.64 per bit for 3D fully rendered NINTENDO®* 


worlds, 1 to 4 player capability and complete 360° freedom from 
the only hand controller with an analogue joystick. It’s also 3 times 


more powerful than any other system on the shelf. Nintendo 64 is 


the greatest system in this solar system and. it’s now just $299. 
















Speculation surrounding the 64DD add-on device has reached 
rattling point as even the closed mouths at Nintendo suggest the 
inclusion of a modem in its operation. 

This eagerly-awaited storage device for the Nintendo 64 has long 
been suspected as having a modem involved somewhere, but 
recent reports sprouting from Japan (and followed up in America) 
have fuelled this. 

‘Interviewed in Asia Week magazine, Nintendo President 
Hiroshi Yamauchi said the DD would allow gamers to 
download characters for games from the Internet, and 
re-write, upgrade and add other information to the 
storage disks. 

This doesn’t necessarily mean the modem will be built 
into the DD, but recent criticism of the number of peripheral 
devices Nintendo have suggests they’ll include one with the device. 


The Nintendo 64DD - 
promises to be a real 
revolution in the console 
market. For the first time 


It’s also uncertain if you'll be able to play direct over the Internet or games will be 
even use it for web access, but games developed for it could certainly uecmanauee iy a 
provide additional scenes, levels and tracks for downloading. ily ta ages ON 
; ; able to play across the 
Don't hold your breath though, the earliest we can expect the 64DD net with gamers across 
here is early to mid 1998. the world. 



















DOWN TO 
BUSINESS! 


























Several titles have been mentioned lately which are being designed specifically 
with the 64DD in mind, including Zelda 64, Turrican 64, and three titles in 
development from French company Titus: Quest for Camelot, Superman 64 and 
Lamborghini 64. We 
haven't heard too 
much of the other 
two as yet, but we 
can give you a taste 


of Lamborghini 64 The best news for many people 
with this wicked- in the last month has been 
looking screen shot Nintendo’s decision to drop the 
just released. price of the N64 to $299. World 
It is expected that markets, pressure from retailers, 
additional cars, other consoles’ sales and better 
siento availability have all been held 


responsible. A price war can end 
in tears for somebody, but for 
the time being this has made 
many people very happy. Will 
games prices now follow suit? 
Keep reading and watching. 


on DD disks, or will 
be downloadable 
from the Internet. 
Lamborghini 64 is 
due for release later 
this year. 
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Color in your 
pocket 


The end of this month sees the 
release of the Game Boy pocket 
Colors. The original silver Game Boy 
pocket (below) was unleashed on 
Australia last year but the new 
Colors come in a range of coloured 
casings including red, yellow, green, 
black and transparent. 





Rumnbline 


- Yet more news has reached us here atNMSHQ 


‘Rumble Pak compatability to their N 
the latest games mentioned are Son 


-Clayfighter 63'/3 from Interplay. 7 


vibrating device is to ship it with the Starfox 64 game and 






Dear NMS, 
Thanks for the Nintendo 64! | was so excited 
when you rang me up and told me I’d won. I’ve 
never won anything in my life! | can’t believe 
how good it is, the graphics, the sound, 
EVERYTHING!" The new controller is just as 
amazing too! So far | have 92 stars on Super 
Mario 64 and I’m waiting eagerly for the 
next issue of NMS! 

Byel 

from Albert. 

PS. | let my brother have a go! 





ane 







about N64 games in development that'll use 
the Rumble Pak. It seems that more and more 
developers are planning to program in 






N64 titles and 


? 5 menti are Sonic Wings 
Assault from PilotWings specialists F aradigm, and 








As we told you last month, the current plan forthe «s/f 





not as a separate device. When the Starfox pack goes on sale 
in the US on June 30th, it’s rumoured that players who want —~ .? 


the ‘Rumbler’ on its own will have to order direct from Nintendo 


in Seattle. The release date in Australia is currently expected to be 


September but we've no news yet on whether the device will available on 
its own over here. © LLU 


We gave you the names of the 16 finalists in the 
ABC race round the world challenge back in 
April but this month the final eight hit our TV 
screens with the first of their reports. 

After weeks of gruelling qualifying rounds and 
=o Fe Oe training at the Australian Film, Television and 
Radio School in Sydney, they were packed off at the end of April to each make 

10 different mini-documentaries from various locations around the globe. 
They've got 100 days in which to make them all and the finished articles will be 


broadcast and judged on ABC in a series that starts on Monday June 2nd at 
8.30pm. The lucky eight final ‘roving reporters’ were: Olivia Rousset, Bentley 
Dean, Scott Herford, John Safran, Kim Traill, Claudia Rowe, Daniel Marsden and 
Ben Davies. Just to give you an idea of their punishing schedule this is the 
itinerary for just one of the racers (Daniel to be precise): Mexico, Peru, Canada, 
Iceland, UK, Egypt, India, Nepal, Japan, Australia. Whew! 





















Ocean making 
waves in N64 
development 


Until recently it was thought that 
Mission: Impossible was going to be 
Ocean’s only N64 title within the 
next couple of years but we’ve 
recently heard tell of two other 64- 
bit games in development. 

The first of these is a racing game 
called MultiRacer Championship. 
Created in Japan by a company 
called Genki, it’s an all-action off- 
road racing title that could well 
make things difficult for Kemco’s 
Top Gear Rally. It’s expected to hit 
Japan any day now but will make 
its American debut at this month's 
E3 show. 

Second out of the blocks is a 
game called Space Circus which is 
believed to be aimed at a fairly 
young audience. It comes from the 
French Infogrames stable (who were 
merged with Ocean early last year) 
and is expected to be an 
“adventure-based” game. It’s not 
likely to see the light of day before 
early 1998 in the States but 
confidence is already high in the 
Ocean camp: “Feedback has been 
extremely good on Space Circus, 
and people have said the game and 
play looks fantastic”. 

There are no screenshots available 
as yet for either of these games but 
Ocean have let us have a sneak 
preview at some more Mission: 
Impossible shots. 









With the ES show in America happening this month, speculation is high 
over what will be shown on Nintendo's own market stall. One product that 
is confirmed is the new creation from Rare (working title ‘Dream’ that is 
hoped to front their range of new titles. Dream has been described by 
Howard Lincoln, President of Nintendo America, as setting “a new 
standard in graphics technology on any home system... it’s really 
outstanding work, people will be stunned.” Rumour has it that this is an 
RPG-like explorer, and won't be completed for another year yet, but is put 
forward as proof of Nintendo's commitment to quality rather than going 
for a huge quantity of titles. 

my 





Another title confirmed to be in development recently is Acclaim’s hoped- 
for follow up to their success with Turok — Extreme G, a motorbike 
racing multiplayer with up to four players involved in high-speed combat 
over 12 tracks, with a wide choice of bikes and weapons. Release is 
expected in November. 





Konami are meanwhile increasing their range by bringing Simon Belmont 
to the N64 in a cracking update to their SNES, NES and Game Boy 
Castlevania series: Dracula 3D. From what we've seen it looks to be in 
the Zelda 64 style, with Simon's famous whip featuring strongly. No 
release date yet, but this should be a welcome addition to the RPG range. 


Midway have been responsible for a wide range of titles and are now 
reportedly preparing Robotron 64 for the N64. Previously released in PC 
and PlayStation versions, the N64 game is promised to be a significant 
step forward by including well over 100 levels, much smoother graphics 
and by using different camera viewpoints more effectively than before. 
They promise that Robotron 64 is due out later this year. 





Nintendo of America are planning to release Memory Paks in various 
sizes, from the 96-Mbit currently available to 128-Mbit next year and 
206-Mbit at sometime in the future. 


NEXT MONTH... 


Keep your brain clear for NMS in July. All the 
best Nintendo news and features, including: 





~ The ultimate demolition mission! 





| ~ A fighting chance to WIN. 
K ~ The playguide with ‘plague’ in it! 


PLUS ~ Some classics back on SNES and Game 
Boy, and all the usual bounty: your 
letters, top stories and even topper 
pages to put ’em on. NMS ~ Nice work! 
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SHOCK 





ith the recent cloning of an adult 

sheep in Scotland, Russian scientists 

thinking about cloning Lenin, and 

the release of the Jurassic Park 
sequel, the media has been full of dire 
warnings about the dangers of genetic 
engineering. Will dinosaurs ever rule the 
world again and will human clones ever be 
separ Watch this space... 





jaressic Park’s premise i is “that genetic 
information can be taken from dinosaur 
blood preserved in mosquitoes which in turn 
were trapped in amber. This genetic 
information could then be used to create 
dinosaur embryos. An embryo in its earliest 
stage of development is a fertilised egg, the 
nucleus of which contains a mix of the DNA 
(the genes) from both parents. If you replace 
that DNA with that of a cell from a single 
animal, it should grow into a copy of that 
animal — a clone. 





Amber is fossilised tree resin and the 
idea of the Jurassic Park story is that about 
65 million years ago a mosquito would be 
happily sucking the blood of a T-Rex, fly off, 
land on a tree and then get stuck in the 
resin. The resin would get fossilised into 
amber and millions of years later the 
scientists would extract the DNA from the 
bug’s last meal and hey presto, T-Rex 
returns. Great idea for a movie; bad science! 
- red blood cells don’t contain any DNA even 
though DNA has been retrieved from fossil 
amber in the past. 





Scientists have recovered DNA strands from 
the bugs in the resin but, more importantly, 
they have recovered entire bacteria spores 
that have then been grown in the lab. 
Somehow | can't see them making a movie 
about this though! A more promising tale is 
perhaps the group of Japanese scientists 
who want to resurrect the mammoth. These 


hairy elephants died out around 10,000 years 
ago but many complete bodies have been 
found frozen in the Arctic tundra of Siberia 
and Canada. These bodies (not fossils) 
contain huge amounts of DNA bearing cells 
and it's hoped that some will be preserved 
well enough to use in cloning experiments. 
The Japanese hope to use this mammoth 
DNA and combine it with an Asian 
elephant’s genes to produce a hybrid. 

DNA has also been found in frozen 
humans, thousands of years old, found high 
in the Andes and the Alps. Could this be the 
next step? Only last month, news emerged 
that Russian scientists believe it may be 
possible to produce a cloned copy of Lenin 
who has been lying in a refrigerated casket 
for over 70 years. | wonder what the old 
revolutionary would think of 90s Moscow! 





The key to reviving any extinct species is the 


cloning of fully developed animals. Natural 
clones have existed for millions of years - 
identical twins. In a twin the embryo splits 
when it’s still only a few cells and then 
develops into two identical animals because 
they have the same DNA. This doesn't mean 
they have identical personalities though and 
artificial clones would also be different from 
their original. Scientists can create twins 


- quite easily by artificially splitting embryos, 


and there have been doctors who've already 
admitted doing this to human embryos 
accidentally during fertility treatments. 

The cloning of an adult mammal has 
proved more of a challenge but has recently 
been accomplished by a team of Scottish 
scientists using a sheep. Dolly the sheep is an 
exact copy of its DNA donor, only younger. 
When the news of this breakthrough spread 
around the world there were predictions of 
human clones within the next ten years but, 
while it may be possible to actually produce 
such clones soon, the moral debates about 
doing so will not easily be solved. 

How would you feel if you were a copy 
of someone else? Would clones be used as 
spare parts for transplants? Would clones 
become the ultimate robots, programmed 
and controlled? More importantly, if you 
had the money would you buy a copy of 
Claudia Schiffer? 

The importance of cloning is not really 
about copying people because the ethical 
objections are too strong. It has more to do 
with the importance of genetic engineering 
which is the altering of an organism’s DNA 
to change it in some way. For example, 
tomatoes and corn have both been 
engineered to produce bigger crops or 
strains that are more resistant to disease. 
The main goal of altering animals is to make 
them into factories that produce substances 
useful to medicine. A sheep could be made 
to include a vital chemical in its milk that 
could cure cancer, or a pig could be grown 
with organs that could be used in human 
transplants. If you went to all this effort, 
then cloning the sheep or the pig is the 
natural way to ensure a supply of the 
chemical or the organs. 

All this tampering with nature is itself 
very controversial. There’s again the moral 
problem and there's also still so much we 
have to learn about DNA and genetics. We 
could end up making sheep eight feet tall 
with huge fangs by mistake. Now that 
sounds like a decent movie plot! 
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DINOSAUR HUNTING SEASON 
HAS BEGUN 
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On the Big Donut arena its simple 
shape doesn’t offer too many hiding 
places so you'll probably just end up 
chasing each other round in circles. Try 
doubling back around the blocks to 
give your opponents the slip and get 
behind them. 


This arena has quite a large area which 
means it might take you a while to find 
your mates. On the other hand, if you 
stay on one level you can keep firing 
Green Shells down on to the other levels 
and they'll keep on bouncing around 
down there until they hit someone. 


The different colour blocks in this arena 
mean that finding people isn’t too hard. 
If you get up to the top levels though, 
the approach routes to your hiding 
places are quite limited and easily 
mined with Fake Items and Bananas. 


It! S very easy to drive off the edges of 
ir so try and avoid them. 
hand, you can try on 


arena and mining some of 
entrances. 
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Length: 717m 


PAET iii) ¢) (=a lare| 
cide-lrelaiacelayvr-lae! 
course with no 
surprises, but 
the long, 
sweeping 
corners are 
excellent to 
practice your 
power-slides on. 
If you pick up 
any Mushrooms, 
make sure you 
save them for 
the straights. 
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Length: 527m 


This wide dirt 
track is just 
perfect for 
power-sliding 
with lots of 
Koyate Mm el-lalecy 
Watch out for 
the moles 
ldatelelelay 


nap B78 


As you turn into a 
corner, hit the R 
Button and smoke 
will start coming off 
your wheels. This 
maneuver may look risky but it'll help you to stay 
at about 65kph as you power round the corner 
(instead of dropping down to 60kph if you take it 
normally). If you switch the joystick from one side 
to the other the smoke will change to yellow, do it 
again and it'll turn orange. Now when you come 
out of the corner you'll get a mini boost to 75kph. 





You'll notice a balloon 
with an item box floating 
above the track. Hop up to 
get the box when the 
balloon is at its lowest 
and you'll be rewarded 
with the Spiny Shell. 


The moles cover the inside half of the track so 
power-slide outside them and get as many 
mini boosts as you can. If you hit a mole you'll 
be stopped in your tracks. 


If you’re in amongst the pack when you 
get to the bridge, force another racer into 
the supports. Hey, nobody said you had to 
play fair! 











The Mushroom Cup courses aren’t 
too hard but do provide a great 
training ground for all your skills. 








Length: 1036m 


You'll have to 

weave your way 

dalcelelelamaal=) 

heavy traffic as 

well as keeping 

your eye on 

your opponents. 

Don’t overdo @ Item 

the power- Boxes 
sliding — you The item boxes 
may need all the are all in little 
kolahice) Mele ma-la) pit sections at 


get to avoid a the side of the Cw 
truck. road so if the i 


track is 

relatively clear 

you can power- 2.44) f Traffic 

slide along the When the traffic is very heavy, squeeze by next 
pit to take out every box. That way no one to the edge of the track - there's always a bit 
behind you will get anything. He he! more room here than in the centre. 
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© Snowmen 
Field 
: ee | oe ms Bee eo 
Length: 7 . Snowmen make 
— a this wide area a 
s : : 7 i bit tricky. If you 
This icy : e , aim just to the 
landscape can . left of the big 
lel=mer-lale[-10) 0 tte ) . cee ——— | icy Mario you 
snowmen will should find a 
blow up and : ys clear path. 
Ci xe) oMielem-lale| | 
there’s an icy 
river you can fall ER mara ® Icy Bridge 
into. Mind you, — -— dee Make a mistake 
a bit of power- | | ft re aa » here and you'll 
ite flare m-leelelare, »~< | ee . ee Fe ig! end up getting 
idalcmae) dats] ames a) a i a eT - | i _ wet. Don’t take 
be quite | . ~~ 2 : the turn too 


successful. | — - — pe we _ wide and 
Snowmen ; e . & = try to power- 


a ee Te | oe a 


These snowmen 
appear on most of 
the bends so take 
them wide. 


slide, then 
boost straight 
across. 





Now you’ve pros 

from the beginners’ courses 
it’s time to get your teeth in 
something a bit trickier! 














That's it for now, next month 
we'll power our way through 
the Star Cup and Special Cup. 
In the meantime - practice 

those power-slides! 
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FIFA 64 is the first sport 
sim to be released for the 
‘64 and it comes from the 
masters of the genre, EA 
Sports. So what happens 
when the best games 
console teams up with the 
best sport sim producer? 
Read on to find out. 


Options 


Half teagih 4 Minutes 
Match Type Action 

Cieck Centinnous 
Fouls On 
wok pe Offside On 
injuries 0 
Time Display On 
Auto Replay On 
Piay by Play On 
Music On 
SFX On 




















Sports’ proud boast is “If 
it’s in the game it’s in the 
game” and FIFA 64 proves 


the point admirably. There are all the 
options and realism you could possibly 
want from a soccer sim, and a few 
more you'll probably never use. As 
soon as you start to play, you'll hear 
the crowd roaring for your team, and 
the commentators (top British TV 
sports presenters) analysing your every 
move. Added to that, replays will make 
you relive your biggest mistakes and 
your greatest triumphs. 

This game has great atmosphere. 
The graphics are good, especially on 
the closer views, although the wider 
angles are easier to play with. The 
movement is a blend of real time 
rendering and a motion capture system 
(using top European player David 
Ginola) developed by EA called Motion 
Blending. You can play against the 
computer, by yourself or with up to 
three mates, or you can play head-to- 
head, two-on-two, three-on-one... the 
options are virtually endless. 





TOURNAMEN! | » 


Teams PIs fi oe | Ht] f t 


New leaind 0 0 0 0 0 0 0 
= Malaysia 0 0 4) 6 0 Hi) 
+— Denmark 0) 0 0 0 0 0 0 

© Belgium 0 6 i] 0 0 0 
mn SINGAaPOTe 0 1 0 0 ij 0 0 
f Romania 0 0 i} 1] 0 0 i] 
Morocce 0 6 0 0 0 0 0 

| ae a 0 0 i] 0 4] 0 i) 
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MATCHMAKER 


The first option you get is whether to 
play a Friendly, League, Tournament or 
Playoff match. In Friendlies you've all 
the international teams to choose from 
or the best of the French, Italian, 
German, English and American league 
teams. You can play teams against each 
other who would otherwise never ever 
meet, like Trinidad and Tobago vs AC 
Milan for instance. A League will let you 
play a season in one of the five 
domestic leagues or amongst the 
international sides. Tournaments will let 
you play a World Cup style contest and 
Playoff mode will let you start a cup 
competition after the group 
eliminations, either with one of the five 
leagues or internationally. 





international _ < international — 
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Team Formation 
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CONTROL FREAK 


If you’re still not happy with all that 
choice, you can also build your own 
teams from a choice of 3000 players, 
each rated from 0-99 in 14 different 
attributes. You can change the 
formation they play in (I’m a 4-4-2 man 
myself) and their tactics. The controller 
options include fully manual control 
(Complex) or three settings with 
varying degrees of computer 
assistance: Novice, Semi-Pro or Pro. 
You can assign the controllers to either 
team in any combination and you can 


| even swap sides mid game, a great 


way to make sure you're always on the 
winning team! 


:\ 


LABLE CATV 


Fire\ 542 Co\y SAUULUER CAV 


. \ pot 4 
BALL CAVE E GF 


SIDELINE CAN SEIU Ce\i 4 


PICK AND 
CHOOSE 


Other options let you turn off fouling, 
ignore that pesky offside rule and 
choose how long you want games to 
last — put this up to the usual 45 
minutes a half and you'll get blisters on 
your thumbs and scores in the mid 
twenties! 

The three different play modes also 
have a great effect on play. Arcade 
makes all the teams equal, Simulation 
offers the most accurate physics of any 
soccer sim, and Action exaggerates 
certain abilities in your players to make | 
it just that bit more exciting. This 
game's got more options than New 
Zealand has sheep! 

The Controller Pak will let you save 
your teams, Leagues and Tournaments 
so you can take your custom teams 
round to your mate’s house. This is one 
game that really needs the Controller 
Pak as you'll be hard pressed to finish a 
tournament or league in one session. 


Comment 


| really enjoyed this cart. If you stick the 
controller to Novice and the play mode 
to Action you can have some great fun 
right out of the box. A couple of crits: 
The controls can be a little jerky 
sometimes, perhaps due to the motion 
capture system, and it’s tough to get 
your kicks timed just right when the 
computer seems to store up commands 
then play ‘em back all at once. The only 
other criticism is common to all team 
sports sims: you'll be running down the 
pitch, the ball just sitting there just 
outside the box, and then the 
computer will decide you're not 

going to reach it before the goalie, 
switches your control to a . 
player at the back of the yy 
pitch and you end up 
running in the wrong 

direction. Apart from 

that it’s hard to fault 

the game. The 

options are terrific 

(try playing with 

fouling off against a 

couple of mates) and 

really make this a 

long lasting cart. If 4 

you've never y 

played a soccer 

sim before, 

perhaps now's 

the time to 

start. 
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CREDITS 


@ PUBLISHER: 
EA Sports 


@ DEVELOPER: 


@ PREVIOUS TITLES: 
NBA, NHL, FIFA, NFL, 
PGA, CIC... 


© DISTRIBUTOR: 
Electronic Arts 


@ RELEASE: Out now 
@ GAME TYPE: Sport sim 


FEATURES 

@ PLAYERS: 1-4 

@ HEAD TO HEAD: Yes 
@ MEMORY PAK: Yes 
@ CONTINUES: N/A 
@ OPTIONS: Endless 


sasntsnmeenaoaragsandaateatantaaitagaonicslanaanttedin 


abvign 


i aia: IR appear: a8 


iia ac 


Depends on settings 


IRST DAY SCORE: 
sstralia 1 : 4 Brazil 


@ ALTERNATIVES: 
NBA Hang Time, Wayne 


saan 


CONTROLS 


Up: Rainbow kick/ 
Hard tac 

Down: Lob/Slide tackle 

Left: Speed up — : 


Not used 








@ GAME DIFFICULTY: — 
Easy to hard 


@ FIRST DAY SCORE: 
Broken nail on 
right hand 
-1|@A ES: 
Any ol’ Tetris 
Yoshi’s Cookie 





PUBLISHER: 
i iTalictayese, 


@ DEVELOPER: 


_ CONTROLS 
HAL Laboratory Inc. : 


| @ RESPONSIV: 
Fair 


Rotate 
Rotate 


5: 2 (with Game Link™) 
‘O HEAD: Yes 
BACKUP: Yes 

NTINUES: Infinite 
IPTIONS: 4 modes 
Difficulty level 


he Start/Pause 


a 


) Select: Nothing 


sO in 
ae got” 


Great 









Average 


In this incarnation 
pairs of falling animals or objects have to be 
guided into place to eliminate stars and thus 
prevent world disorder. Stars disappear when 
sandwiched between two identical animals, so 
you can just pop them away or cunningly build 
up to a stage where chain reactions bring 
the house down. You'll need to 
have eyes everywhere and 
the thumbs of a knitting 
champion to succeed, but 


‘ ‘ the pain in the back of 
6 your head probably 
means that you must 


be using a brain cell or 
two as well. 





















Let’s see now. 
Hamsters and fish 
dropping from the sky, someone called Dee Dee who's 
out to mess up your life... Either this is one of those 
enigmatic arty (or ‘crap’ as we like to call them) 60s 
TV series or Kirby’s back with a Tetris clone. OK, so it’s 
not something you might want to leap straight at in this 
age of slickly rendered gore and deep complexity of 
gameplay, but the Game Boy comes into 
its own with puzzlers and a different ‘ 0 
@ 









slant on the ol’ formula might just be 
the thing. 



























Dee Dee’s the ugly geezer 
included to make your life as 

uncomfortable as possible, but 

there’s also a degree of pleasure 

involved in beating the pants off 

the grinning git. He’s the one 


responsible for adding new lines to the bottom 

of the screen, and his clenched fist is the sign that trouble’s about 
to strike. To keep him safely in his box and out of your hair you'll 
need to keep a close eye on the number of rows, and make sure 
you keep enough clear spaces in the centre of the screen to 
accommodate the next lot of falling creatures. 
He’s not all bad news though — when Dee Dee 
does add another line, watch the content as this 
could set up other possibilities for scoring that 
weren't there before. 









Four modes are on offer in this incarnation, so you 
can choose to infuriate yourself using a variety of tortures, or even 
wire yourself up to a mate for a head-to-head using the Game Link. 


Round Clear 


Like it says, clear the round and then you can move on to the next. You 
need to remove a certain number of stars in each case and clearing a 
series moves you on to a new skill level. Difficulty settings range from 
Normal, in which the droppings are gentle and kind, to Insane! where the 
rate of fall requires the reactions of a cornered insect. 


Time Attack 


Three minutes is the time limit here and you must clear the 
screen of as many stars as you can before the clock strikes. 
As harder means faster there’s obviously an advantage in 


toughening up the difficulty level to get a top score. e (2 


Challenge 

No time restrictions here, but that doesn’t make it any easier. Just keep 
going until you drop, or until the pairs don’t any more. You can set the 
level of difficulty of course, so playing with yourself needn’t make you go 
blind too early. 


Versus 


If you're blessed with a Game Link connection, and if you've practiced to 

the point at which you reckon you can take on an opponent, this is where 
the challenge really takes off. As you clear stars from your own screen 
they’re added to the other player’s so there’s all to play for. 










If you've played any of the 
Tetris-like games before 
(and who hasn‘t by now?) 
you'll be familiar with the 
basics of rotate and drop 
tactics, but it still pays to 
warm your thumbs on easy 
settings before taking on 

the big fish. That way you can familiarise 

yourself with all the possibilities so that star- 


burstin’ becomes second nature. 
The basic principle is to sandwich a star or 


stars between identical character blocks, but ~ 
as this happens vertically and horizontally and = r 
as the pairs of creatures vary, this offers quite [im 
a number of options and you have to think , 
quickly to get the best line-up. L -2, 
Chain reactions can be caused by lining fms 
up one pair of critters horizontally insucha —% 
way that other blocks fall into line to makea >, 
ee 










Y 


further set of stars go super nova. 









_ Ovaiin 


is one thing, but you'll 
need to use more than just nimble 
fingers to get the better of this one. Watch the right of 


the screen for the next pair as this will help you decide 
where to head for next. Try to make your decisions 
count, take a split second to consider the possibilities 
before you allow your blocks to fall into a less worth 
while place. Don’t try and do it all at 
once either. Start on the easier settings 
iii, and you'll find the slower speed a 
+ distinct benefit for when you later move 
on to faster, harder settings. 

















This does look a bit lame after the full face graphics and sound of some of 
the latest games, but when the bottom line is drawn (and I’ve drawn a few 
in my time), you can’t whack a damn good puzzle for simple and 
captivating interest. | wanted to put it down, honest ! did, | just got into 
that ‘just one more’ trap we all know and love, and in the end | was as 
hooked as an eel as you’d expect. There’s no point in raving about the 
graphics or sound or irritating familiarity of this either, if you’re into turn- 
and-drop nonsense that’s all there is to it. Champion! 
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The scenario to Lufia is pretty familiar; the ori of” 


humankind is threatened and a hero is needed to . 
poke about in various dungeons, solve num 2TOUS 
puzzles and kill as many sili monsters as possible. 
_Uj ister Sinstrals, led 
pil Arek, and the bo te hero is called 
he dungeons are various and the puzzles 


The Ctimate Rol&Playing Game. 
Thatsiofiat it says on the buck julie 
box for Lifia:-A ag 
starvation theres been a trich le op 
RPGs} fegesse! ck the SIYES Gis gea 


it ibe Up bo bie” 
to assume the: 


tunic Be ae You. f 

the way and you hav ae abn and.f talk. to” 
the locals to get information to help you on Your 
quest. No major surprises here then! 
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ght ati more hit points and so you can 
swap the lead characters around to get the 
best deal. Some monsters might also be 
harder to defeat and so are worth using spells 
on. Mostly though the monsters can be 
defeated fairly easily with a few hacks from 
your main weapon. Each time you're hit your 
hit points go down, until they eventually run 
out and you die and have to start the game 
from where you last saved it. It’s therefore 


important to remember to use your potions to 
keep your strength up. On the plus side, 
every beastie you kill will gine you gold and 


weapons, food, spells, iter 
else you might need, whil 


better magical skills and ¢ 
and fruitfully. 





| Dungeons 


The dungeons 3 ar | wh 


your. arrows can stun monsters and wilt also. 

activate out-of-reach switches. If you stuff up 
=\ a puzzle you can always cast your reset spell © 
== to put things back to how they were 4 


Alunze Kingdom 
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_ CREDITS Terranigma 


Secret of Evermore 
Nintendo 


ahd e 


_ Zelda series/Terranigma/ ~~ 


Secret of Evermore (“a : 
_ AY Talk/Select option 


gs 


Nintendo _ | = 
Out Now | .) Undo/Sword slash 


4nd Co | =~ 
.\ Sub-screen/ 
_ Information 


FEATURES ; 
Special skills 


1 
No 


omment - Alan BS. |) scrolt through items 


Infinite ee 
Text speed/ ) Start/Pause 


Whilst Lufia is no worse than any other current | Music. a) Skills mena 
RPG it really isn’t very ground breaking either. J . 
The battle screen’s a bit different to some but 
onsters can be overcome too 
| S, Brace and sound effects 


first serious RPG game to hit t 

while so for those of you who just ca 

enough role-playing and fancy a new Challenge 
Lufia’s worth a look. 








Once upon a time, in the dark days when computers were That's FunFunFunFun, 4(Fun), more Fun than you can fit in a 
things kids weren't allowed to touch, someone invented LCD _ bottle of flavoured milk. Yes, this ‘classic’ offers not one, not 
(Liquid Crystal Displays). This meant that displays could be two, not three, but four games in one. Like buying four little 
miniaturised and digital watches and calculators soon hand-held, bleeping, annoying, few-position, no-enjoyment, 
reaped the benefits. Then someone brought out some mini _ plastic irritants rather than being saddled with just one. 
hand-helds, single game affairs with about two moving pixels 

that you could sit on the bus with and irritate your aunt with OK, OK, I'll give it a fair try. I'll play the thing to its end and 


and not much more. Ah, happy days, happy days! see if | change my mind shall I? There. Done it! Next. 
These things have a habit of coming back to haunt us Oh all right, this time | will. Right, here goes: 

though. Like 7Os fashions and boiled sweets, even the 

things that seemed cool and perhaps revolutionary in the There are four different (?) games in one in this hand-held 
early 8Os return screaming into the late SOs as ‘classics’. reworking of the classic BOs Game-and-Watch games. The 


basic operation is just about the same for all of them: 
co-ordinate several operations at once in order to keep alive 
4. for long enough to stay awake. 





This is simply the most irritating of the lot. | suppose to an 
Icelandic peasant of the middle ages the idea of a dinosaur 
using its tongue to move manhole covers about might seem 
entertainment of the highest order, but sadly not |. Actually | 
just couldn’t do this if truth be told, but | didn't really want to 
either. Apparently the trick is to be interested in the 
outcome of falling mushrooms: maybe I’m just not a 
mushroom man! 











Stick that in 
your pipe and 
smoke it! 





This involves saving jumpers from a burning building by 
bouncing them merrily onto a net held firmly by Mario and 
Luigi, and then bouncing them merrily into a waiting 
ambulance. Various characters plunge their merry way 
groundwards, and a different approach to some is needed. 
Catch and bounce the merry stars, Yoshis, Toads and 










Ho ho ho! 
Yoshi's really Donkey Kongs, but let Bob-Ombs blow themselves merrily to 
pia oak 4 bits. It almost gets interesting as more than one character 
. nee ee Hoho ho! Wt comes at onc ut then | was a deprived child... 
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Right, alright, stop now. | really got off on this 
one for a while, probably ‘cos | had a very similar 
‘classic’ in the old days when men were men and 
eight-legged beasts had better look out. Getting to 
the treasure chest was almost interesting the first 
couple of times, and dodging those tentacles, whew, it almost 
reminded me of my home life! but in the end I'd still rather be 
watching eggs boil or listening to the news in Arabic. 


Mario 
wears his 
octopus 
ie hat and 
scarf set 





@ 


Oil Panic 

Getting better now. Collecting oil as it drips from the ceiling 
isn’t hard, but Mario’s jars soon fill up and then what's he © PUBLISHER: 
gonna do with them? Eh? Yes, he’s gonna feed the oil to Nintendo — 


Yoshi at the same time as collecting more drips. Strewth, 
mate | thought | was dreamin’. 


CREDITS 






a 


@ RESPONSIVENESS: 
Rough 











Open wide Game Boy Gallery 1, 


Yoshi, your 
tongue 
must need 
oiling by 
now! 


Various 


FEATURES 
@ PLAYERS: 1 
@ HEAD TO HEAD: No 


@ BATTERY BACKUP: No 
a CONTINUES: No 
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_ SPACE JAM, characters, names and 


all related indicia are trademarks of 


Warner Bro 
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As part of our huge basketball feature in Issue #49, we ran three excellent compos with a 
basketball theme. The first one was to win a pile of exclusive National Basketball League 
merchandise and the answers (which caught most of you out!) were: 1.b), 2.c), 3.b). The 
first prize winner (who gets an exclusive NBL jacket) was Daniel Wood from the Gold 
Coast, Qld. The six second prize winners were: Richard Gray, Whyalla, SA; Leigh Gorrie, 
Sunbury, Vic; Matthew Gale, Mumbil, NSW; Casey Vigushin, Melbourne, Vic; Rory Drew, 
Pakenham, Vic; Matthew Bahr-Wright, Culcairn, NSW. Finally, we had 50 sticker and poster 
packs to give to: Ben Fowler, Byron Bay, NSW; Jason Cheong, Winthrop, WA; Chris Seeto, 
West Ryde, NSW; Maaro Facchini, Adelaide, SA; Erhan Ozdemir, Craigieburn, Vic; Sam 
Hartman, Sydney, NSW; Nicholas Chase, Wentworth, NSW; Carmen Fabian, Esperance, 
WA; Blendan Joyce, Karratha, WA; Nicol Kelly, Para Hills West, SA; Steven Hutchinson, 
Melton, Vic; Chris Tapiola, Home Hill, Qld; Rohan Moffat, Perth, WA; Ken McKeon, 
Boorowa, NSW; Chris Kriesfeld, Tatura, Vic; Adrian Krause, Hamilton, Vic; Matt Kriesfeld, 
Tatura, Vic; Shannon Peterson, Pakenham, Vic; Andrew Bieniak, Keysborough, Vic; Lazaros 
Papavasiliou, West Melbourne, Vic; Chris Maloney, Elwood, Vic; Blake Mitchell, Sydney, 
NSW; Ben Bamess, Nyabing, WA; Andrew Millard, Adelaide, SA; Shane Senior, Hobart, 
Tas; Michael Riley, Blakehurst, NSW; Travis Dymmott, Loxton North, SA; Trong Nguyen, 
Waterloo Corner, SA; Erin Pears, Melbourne, Vic; Liam Hawkins, Murwillumbah, NSW; 
Danilo la Pegna, Fremantle, WA; Ralph Hickman, Ashmore, Qld; Brett Marshall, 
» Brisbane, Qld; Shane Batchler, Deception Bay, Qld; Nathan Cooke, Raby Bay, 
Qld; Peter Whennan, Perth, WA; Paul Hodgson, Wodonga, Vic; Jacob Muraca, 
Werribee South, Vic; Peter Montaluan, Brisbane, Qld; Christopher Donaghy, 
» Gladstone, Qld; Paul Ellison, Perth, WA; Terry Chew, Roville, Vic; Christopher 
s—  Densley, Melbourne, Vic; Matthew Price, Perth, WA; Bradley Elsom, Horsham, 
F Vic; David Donaghy, Gladstone, Qld; Dom Campisi, Ulladulla, NSW; Ben Wright, 
| _ Melton, Vic; Mike Yuen, Newcastle, NSW; Dean Jones, Kallangur, Qld. 









The second ring-rockin’ comp was from the guys at Rebel 
ports who let us have 6 basketballs to give away. The 
answers were: 1.b), 2.b), 3.b). The six lucky hoopsters were: 
Robert Herder, Wyongah, NSW; Matthew Young, Glenmore 
Park, NSW; Luke Munro, Monbulk, Vic; Simon Pererra, 
am —— Fairlight, NSW; Jim Kandris, Melbourne, Vic; Nicholas 
i / JP) Gaffney, Tamworth, NSW. 


&»/ The third and final basketball comp was to win some 
Space Jam Flip-Top watches and the answers were: 1.a), 
(/ 2.¢), 3.b). The 12 lucky winners were: Kim Hoang, 

~ Wanneroo, WA; Rohan Berry, Adelaide, SA; Terri Jacobs, 
Redwood Park, SA; David Jedrzejewski, Rivervale, WA; Brett 
Patterson, Mt Martha, Vic; Matthew Geoffrey Wilson, Forrestdale, 
WA; Matt O’Shannessy, Shepparton, Vic; Luke Padlo, Glen Iris, Vic; 
David Blyth, Gympie, Qld; Steve Williams, South Melbourne, Vic; 
Michael Parker, Kiama; Jason Grubb, South Nietta, Tas. 
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We ran two great film comps in April 
with the help of the generous lot at 
United International Pictures. The first 
was for some Beavis & Butthead stuff 
and the answer to the question was: 
Mike Judge. 


BEAMS 
UTT-HEAD 


The 10 B&B fans here have won the 
goodies: Michael Davis, Evatt, ACT; Cary 
Thomson, Melbourne, Vic; Michael Lum, 
Frenchs Forest, NSW; David Dzioba, 
Melbourne, Vic; Karen Miner, Cook, ACT; 
Lachlan Harris, Rosny, Tas; Nicholas 
Harding, Melbourne, Vic; Steven 
Rudolphy, Thornlie, WA; Kevin See, 
Melbourne, Vic; Ben Terlick, Perth WA. 


























Next up was a great pile of stuff from the 
new Pierce Brosnan actioner Dante’s Peak. 
The answer was: James Bond 007. The 
first prize winner who's scored himself a 
Dante’s Peal Survival Kit is Luke Ryan from 
Subiaco in Perth, WA. The next ten names 
won the runners-up packs: Glen van den 
Bergen, Rosebud West, Vic; D. McDonald, 
Waverley, NSW; Christopher Zielke, 
Narrogin, WA; Desi Gonis, Flagstaff Hill, 
SA; Michael Riley, Blakehurst, NSW; Nigel 
Middlebrook, Cleveland, Qld; Wayne 
Dermody, East Maitland, NSW; Stewart 
Smith, Melbourne, Vic; Michael Hooler, 
sydney, NSW; Bradley Ennis, Perth, WA. 

















Our last competition was for our 
New Zealand readers only. The first © 
one picked out of the hat was 
Jonathan Mailata from South 
Auckland and an N64 game 

should be with him soon. 














ast issue we showed you the 

Challenge Points (CPs) in the 

| first five levels of Shadows of | 

| the Empire and this time we take 

| you step by step 
through the last five. 

| You'll be riding 

| swoop bikes, 

| storming Imperial 
ships, up to your 


neck in it in sewers, (|F 
| fighting through a 
| palace and finally 
| blasting your way : 


| through a space 
| battle around the 
| Skyhook station. 





LEVEL 6: MOS EISLEY & BEGGAR'S CANYON 


P6: Follow the alley down a bit further 


3: At the second ramp do the same as and to the left to find another CP. 


for CP1. 





At the first ramp (just after the 
start) jump and try to get on the alcove 
to the left. The CP is obvious when 
you’re up there. 





oe Just before you reach the square 
There’s also a CP directly in front of | where the Imperial Shuttle takes off 
the second ramp. there's an alcove on the left with a CP in it. 





When you come to the first junction 

2: Just past CP1 you'll enter an open with a choice of going left or straight ha 
area with a structure in the middle. The _ you'll find a long alley on your right. Go CP8: CP8 is in a similar place to CP6, just 
CP is hidden behind this. down this alley to find the CP. before you exit the town. ' 











CP10/11 


CP9: When you exit the town, turn left CP10/11: These CPs are both above Sarlac CP12: There are two archways in open 

at the gate and double back to find a pits and you have to jump over the pits areas after the Sarlac pits. A CP is above 

rabbit shaped CP. to get them. Don’t forget to pull back or | the second so use the ramps at the side 
you'll end up giving the Sarlac lunch. to reach it. 
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THE IMPERIAL CITY 


The dark and smelly sewers 
beneath the Imperial City are 
the setting for this level. You’ve 
got the jet pack back and you'll 
need to use it underwater for 
the first time. The guards are 
easily dealt with but the 
Dianogas take a bit of killing, 
especially the big boss at the 
end. You'll need to find two 
keys, one to open a door and 
another to deactivate 
forcefields. 


Health 


CP3: Go up the pipe and you'll get toa 
round high room with a cylinder in the 
middle. Underwater there are two 
switches which open a chamber. Swim 
into it for the CP. 


STAGE 1 

Quite a long stage this, there are plenty 
of enemies and quite a few hidden 
items. It can get quite hard to see 
what's going on underwater so you'll 
need to explore every corner to be sure 
you haven't missed anything. 


Health 


CP4: In the first shaft with lots of ledges 
go right to the top to find a passage to 
a CP. The other exit to the shaft leads 
you onwards. 


Health 


CP1: Past the first pump there’s an pepe at 
alcove on the right just before the neonn 
second pump. At the back of the alcove . 
there’s a secret door hiding a CP and a 


CP5: In the second shaft head 
guard. 


downwards to find the CP. You'll need to 
head up afterwards to find the first key. 


Health 


Healt 


CP2: In the large chamber kill the 
Dianogas and then dive into the water. 
Head for the first column on the left. 
Just below the surface is a CP. 


Health 


CP6: After you’ve opened the door with 
the key and killed the Dianoga, swim 
left to find a CP in the murky water (at 
least | hope it’s water). 








XIZOR’S PALACE 


oa ses f i =| wae 
STAGE 1 STAGE 2 






‘Health 







CP7: If you follow the tunnel right you'll 
get to a big circular room with a 
rotating arm. There's a CP you can jet to 
near the centre of the room. 


‘Health 





‘Health 


‘Healt 







CP8: Beyond the last room there’s 
another circular room with a cylinder. 
Underwater in the centre is a CP and a 
Disruptor - keep this for the Boss. If you 
flip the switches you'll find the 
forcefield deactivator. 


Health. 





‘Healt’ 





CP9: After you’ve gone through the big 
rotating cogs (the ones you had to 
activate in two chambers in the ceiling) 
you'll get to a small room with a column 
in the centre. In the column is an alcove, 
just above head height, with a CP in it. 


Boss: GIANT DIANOGA 


This is the most difficult boss so far. 
Don't waste time with the tentacles 
unless they're attacking you, you need 
to go for the eye. If you can, try to fly 
up out of the water and fire the 
Disruptor because it doesn't work when 
it's submerged. You don’t need to aim 
it very precisely — it'll explode and 
damage everything in the room, 
including you. A couple of goes with 
this should get the eye’s strength down 
to a few per cent and make it easy for 





‘Health 





you to finish it off. 












‘Health ; 
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The final level has no CPs to 
collect. Instead you have to 
fight your way through the 
swarms of Xizor’s Star Vipers. If 
you survive that, you need to 
find the weaknesses in the 
Skyhook to destroy it. 





‘Health 


STAGE 3 
Next you have to fly in to the end of 
the arms down to the central reactor. 
Fire off a load of missiles at the core 
and fly out again. You'll need to do this 
from each arm. The ones you've taken 
out will emit long tongues of flame. 
Once you've got the core down to 0% 
the station will explode taking you with 
STAGE 1 it. Or does it? Continue the game on 


Health the next difficulty setting to find out. 


This is what the Americans would call a 
‘target rich environment’. You need to 
survive long enough to take out as : ‘Wait... Where's Dash? 
many Imperial ships as you can — it’s just He samen ot nave mare it 
like the Asteroid level earlier in the ngetmtiges ease aa 
game. Remember to keep on firing ea 
those missiles and take out the 

incoming bombs before they get to you. 







‘Health 





‘Health 
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STAGE 2 

Once you've got through to the 
Skyhook space station, attack the laser 
turrets on the end of the long arms. Fly 
in at full speed, get real close, fire off a 
full volley of missiles and then get out 
of there. Repeat for all four turrets but 


be careful because if you only damage 
a turret it will regenerate back to full 
strength. Don’t waste time attacking 
any more fighters, leave those to the 
X-Wings. 


Ceneowe 







If you followed our instructions last 
month you should have access to 
this stage by now. Go to the main 
hallway, up the stairs and through 
the door with the big keyhole. Dash | 
up the spiral staircase then hang a to : . 
right and go through the small star door under the archway. Now head age 'acheh 
up the steps and you'll see yourself in the mirror. All the level access — 
pictures appear in the mirror but they don’t all appear on the walls. To 
get to the Snowman’s ‘ou'll have to jump through what looks like 
a blank wall but if you check 













To get the first star in this world you'll need to be quick and accurate 
on the jump button because you'll have to make your way right to 
the top of the mountain. Go right when you enter the level and head 
for the ‘snow waves’ Qf) just past the first yellow box. Jump each one 
(2) and leap on to the ledge behind @) (you'll probably need to use 
a triple jump or a back flip here). Then just make your way carefully 
along the path ¢4) until you see the icy bridge with the penguin 
waddling across it (3). Talk to him and he'll protect you from the icy 
blasts of air shooting from the side of Snowman 
Mountain 6) and you'll be able to get across the 
bridge. Either walk along next to him or back-flip 
on to his head €7) and be carried across. Then walk |. 
round the corner and back-flip on 
to the last ledge and you'll see the 
star at the top (8). 














INOW MAN, 

: : Ba LAND 
Head right again at the beginning and make your 
way round towards the yellow box (watching out 
for the gusts of wind and Mr Blizzard the snowman 
who appears out of nowhere). Approach the raised 
platform with Chill Bully on the top then gingerly make your way up the 
ramp (2). You'll need to take him out by leaping at him repeatedly with your 
jump kick (pressing A and B together). The trick here is not to ease up the 
pressure for a second as one shove from the horny devil will see you falling 
into the icy waters below. If you manage to keep it up though, you should 
be able to shunt him off the platform and grab the star (5). 














This time head left as you enter the level and make for the 3D ice 

maze (@). Although you can see the star, you'll have to find a 
route through the frozen water before you can grab it. Circle 
the base and you'll soon spot an opening so jump up here (2) 

_ then head left inside. Now back-flip up to just below the top 

_@) followed by a normal jump to bring you clear of the ice (4). 

Drop down the hole ¢5) and you'll snare the star (6). Easy! 
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— floating 
and if you 
_ first one, h 
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Star 5 is the obligatory red coin 
collecting exercise. They’re all 
pretty easy to find but you'll need 
the Koopa skateboard (1/2) to 
get some of them unscathed (see 
Star 4). If you head right again at 
the start, you'll see the first coin 
near the trees in front of Chill 
Bully’s platform @) and the 
second near the yellow box 
shortly after. There are four more 
in a line on the ledge leading 
from the snow wave pond (4) 
and another two in the ‘water’ 
below Chill Bully. You can pick 
your star up back at 

the start @S). 








Pick up your 
Koopa skateboard 
again and head for in 
the ramp to the left SINOWMAN $ 
of the snow waves LAND 
ledge (%). Steer up 
the ramp carefully 

because if you 
hit a flat surface you'll lose your 
skateboard. Once up the ramp, jump over 
the fence and use the Z Trigger to crawl 
into the igloo (%). Facing you as you enter 
will be the star in a raised box but you 
need to negotiate another icy maze 
before you can pick it up. The only way to 
get through the frozen barriers is to find 
the blue box and grab the Vanish Cap. 
The blue box is hidden in the far right 
hand corner as you enter the igloo so just 
follow the gaps towards it then back flip 
into the area. Because you'll have a limited 
time in this pixellated form, you'll need to 
move fast so it’s a good idea to get into 
position facing towards the star before 
you leap for the blue hat. Then just dash 
towards it, back flip on to the ledge and 
the star’s all yours (6). 
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Enter the picture at about half way and swim over to 
the curved ramp (1). Walk to the top, head for the crate 
in the corner and push it back towards the ramp (2) until it’s 
just in front of the overhead ledge. Backward somersault up 
the ledges and head left at the top where you'll encounter 
Chuckya. You can’t just leap on his head to get rid of him so 
you'll have to dash behind him and pick him up by the tail 
@) to throw him so he'll burst to reveal a handful of coins. 
Now you can make your way gingerly across the plank (4) 
towards the large round platform. You'll have to get past 
two spinning Amps to make it safely across so it’s best to 
change the camera angle to a more ‘in-your-head’ view then 
pull back with the Down C Button. Once you're there you'll 
see a spinning platform to your left and a further one 
beyond that with the Yellow Box above it (S$). You can 
simply walk right off the edge of the spinning platform and 
Mario’ll hang on to the edge of the other one. Now just pull 
yourself up then break the box to get your star (6). 























































To get the third star you'll have to 
collect 5 numbers that are hidden 
around the level. You can collect them 
in any order but we found the 
following order was as easy as any. 
First off, you need to drain the water 
again (see Star 1) then make for the 
raised area to the left of the starting point. 

About half way along the wall you'll see a crate embedded in the 
brickwork (i). Push this into the wall and the first number will 
appear. To get the second and third numbers, turn round and 
jump off the ledge towards the crate near the corner under the 
cannon tower 2). Push this under the Yellow Box for number 
two then jump on top @%) and break the Yellow Box for number 
three. Four and five are on the top level so you can either get 
hurled up there by a Heave-Ho or you can raise the water level 
and walk up the ramp. Raising the water level's probably easier 
because you can end up with a lot of damage if you don't 
position your Heave-Ho jumps just right. To get the water to the 
level you need you'll have to hit the Crystal Tap on the pillar 
above the Warp Point (4). Now swim over to the ramp and head 
for the hexagonal pillar on the edge. Watch out for the Amp 
spinning round the base then back-flip on to the top (S$) and 
break the Yellow Box to get number four. Number five’s in the 
Yellow Box on top of the tall cage by the ramp so you'll need to 
hit the purple switch at its base to raise the staircase and climb 
on top <6). Once you've collected all five numbers the star will 
appear back on the pier. Raise the water level now if you haven't 
already then swim over to the pier and claim your prize (7). 
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You'll need to think and act quickly if you don’t want to 
spend hours trying to get this star. Drain the water 
again at the start then break the box at the bottom of 





En Diwy, the tall cage (1). You need to get to the top platform 
WORLD again but because you have to have such a low water 
level you’re going to have to rely on ol’ Heave-Ho to 
get you up there (2). Remember that he always throws you 


behind and over his head and that he'll let fly the moment 
you stand on him. So make sure he’s in just the 
right position before you make contact or 
you'll suffer too much damage to make it to 
the top. (If you do get a bit battered and you 
want to recharge your strength before trying 
again, a good trick is to raise the water level 
slightly by hitting the Crystal Tap underneath 
the pier. This will raise the level enough for 
you to dive then re-surface thus replenishing 
your energy levels. Once you've done this you 
can drain the water again with the ramp 
Crystal Tap and return to Heave-Ho for another 
go.) Once you've made it up to the cage, step on 
the Purple Switch at its base then climb up the 
big blocks before they disappear . When you get to the 
top you'll see the star hidden in the cage and to get it 
you'll have to go up and down the wooden elevator inside. 
Step on to the side of the wooden ledge that’s nearest the 
ramp as this is the bit that doesn’t move. Change the 
camera angle so you can get a good view on your way 
down then walk forwards and the elevator will lower 
you down . It'll pause briefly at the bottom so you 
can jump off then dash inside and back-flip on to the 
other half which will take you up to the star. You may 
find that to give yourself a bit more time to get into position at 
the bottom you need to jump off the platform early as it 
descends (using a Z Trigger stomp to break your fall). 


yourself blasted over there. To get ) the 

_ platform with the Bob-Omb Buddy make > 
sure you enter the top of the pictur 
(with a back-flip) so that the water 
level’s at its highest. Buddy's platform i 
floating high above the Warp Point (4) — 
so swim over and jump up to him @). 
Once the cannon is activated you can 

climb the tower @) and drop inside. If 
you want to make it all the way over to 
the corner cage 



























water. Now you’re here you can set 
about collecting your last two stars. 
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To get this star you're 
going to have to be really quick on the move 
and know your route well. You'll notice a large 
cage in the corner with a blue Vanish Cap box and 
some pillars in it. The star is sitting at the top of 
these pillars but to get on to the first one you'll 
need some help. Your first port of call is the other 
Vanish Cap box which is to the right of the spire as 
you look at it (). Stand under the box and face 
away from the wall and you'll see a large red- 
roofed building opposite you. As soon as you grab 
the Vanish Cap you must dash round the back of 
this building and stand on the purple switch 
Now turn round, quickly run into the courtyard and 
out through the left side wall to get through the 
bars of the corner cage before your cap’s effects 
run out. Here you'll see a brown block (2) that 
appeared when you activated the purple switch so 
jump up on to it before it disappears again. You'll 
need to quickly back-flip off it to get up to the first 
grey pillar . Now jump your way up the other 
pillars and grab the star at the top (5). If you don’t 
make it on to the first pillar before the box 
disappears don’t panic! Just grab the Vanish Cap 
inside the cage and go out to try again. 












It’s time to gather up 
eight red coins again 
_and you'll find the first 
few hidden in the 
brown boxes (4/2) 
and one on top of the 
spire above the central 
courtyard ¢3). The 
others are a bit harder 
to get at but if you 
can perfect your wall 
jump you'll have no — 
trouble. Climb to the 
top of the spire and go 
out on to the ledge 
and you'll be able to 
spot boxes on top of 
some of the buildings. 
You can raise the 
water level from up 
here but it won't help 
you break the boxes. 
To do that you need to 
go to the bottom of 
the buildings then wall 
jump between them to 
get to the roofs (4). 
You can leap from roof 
— to roof and when 
29 \/4 \ you've snared all 
> eight coins the star 
5 7 will appear in the 
7 archway under the 
' Spire @5). 






































Huge Island). Don't miss it! 
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BATTLE 


In the first half of the Black Ice Battle 

stage, jump up and to the left to find two 

invisible hooks. Leap off the second one on 

to the ledge and follow it along until you come 
across the Bonus Barrel. To score the Krem Coin, make 
sure you collect every banana and avoid the Zingers 









JUNGLE 
JINX 





You need to follow the bananas again to get 
to the Bonus Barrel in this jungle based stage. 
Early on in the stage (after you pass a few 
Krunchas) you'll see two hooks with a Zinger 
between them and a banana 
underneath. Jump for the first of these 
: hooks then leap down to 
the ground below. Head 
up the tunnel, avoiding 
Neek, Klobber and 
Spiny and you'll see the 
Bonus Barrel at the end. To 
” get your Krem Coin, you'll have to 
use the Flitters to negotiate the 
nasty spikes and avoid the Zingers. 


































The Bonus Barrel in this stage may seem impossible 
to find but it’s easy if you know how and where to 
look. Just below the Continue Barrel, drop down to 
the left off the ledge and hold down right. You 
should land in a tunnel where you'll find the barrel. 
To get all the stars and win yourself a Krem Coin 
you'll have to be quick and accurate with 
Squitter’s platform webs. You might find that 
it’s easier to get up high at the start then 
jump down to grab loads of stars as you fall. 





























This has got to be one of the 
more obvious Bonus Barrels in 
the game. It’s smack bang in 
the middle of the path so just 
leap for it as soon as you see it. 
As you start the bonus 
stage, hit the barrel to 
raise the Krocheads out 
of the lava then jump 
from Flitter to Flitter to 
reach the Krem Coin. 


e 





Pay attention to the attack 
patterns in this one because 
appears in the first half of the Kaptain K.Rool’s movements will 
stage again and you need to | § be pretty much the same in the 
keep an eye out for along row § § K.Rool Duel at the end. Listen out 
of Blast Barrels. The Bonus § § for the gun shots then 
Barrel is just underneath the = § time your jumps to 
fourth one along and usually —_§ § avoid the cannonballs. 
has a banana above it. Getting 
the Krem Coin once you’re in 
this bonus stage can be a tricky 
task because you’ve got to 
blast your way around the area 
collecting all the stars. Take it 
steady and aim carefully. 





The coveted Bonus Barrel 

















This is another dead obvious Bonus 
Barrel and with the help of Enguarde 
you shouldn’t have too much trouble in 
this stage. The bonus stage is a wide open 

area without all the troublesome tunnels 
i and turns of the main level. Once oe 
h again you have to collect all the i Jad | 
stars here within the time limit s 
to win a Krem Coin. Zz 














The controls in this stage can take some getting used to as the wind 
fi » will lift you higher and higher with no chance of 
y J coming back down. So if you miss something it’s just 
too late! The Bonus Barrel is invisible but will appear 
y if you jump in just the right place. It’s off to the right 
just before the Continue Barrel so if you get as far as 
the Continue Barrel and you’ve still not found the Blast 
Barrel then make sure you die before you activate the 
‘continue. You’re looking for a platform with two Zingers 
and two bananas underneath and a platform above with Neek on it. There'll 
also be a lone banana floating off to the right so leap up towards it and you 
should find the Bonus Barrel. The bonus stage itself is pretty easy here. You'll 
have three spinning blast barrels located under three groups of nine stars so 
just collect them all within the time limit and the Krem Coin is all yours. 
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Just after you pass the Star Barrel 
marking the half way point you should 
spot a stray cannon ball. Pick it up then 
drop down several ledges until you 
reach the cannon. Throw the ball into 
the gun then leap in after it to access 
the bonus stage. Just follow the 
hanging chains up and across 

and finish off the Klingers by 4m 
bouncing on their heads. The oe; 
Krem Coin will be waiting 
for you at the end. 
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The most important thing to remember when you're 
making your way through Clapper’s Cavern is to dash across 
Clapper’s ice fields as quickly as possible — they don’t last 
long and you can’t guarantee that Clapper will always be 
waiting for you at the next ledge. The Bonus Barrel’s quite 
near the start of the level so keep an eye out for a steep 
slope with a DK barrel on it and a DK Coin below. If you 
launch yourself off here to the right and bounce off Flitter 
you should have a clear shot at the Bonus Barrel. In the 
bonus stage just follow the banana arrows and pounce on 
all the Klampons to get the Krem Coin. Mind your footing 
though - the icy ledges are pretty slippery. 
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From the beginning of 
this level it’s wise to 
stay as far over to the 
right as possible. After | 
you've gone up several ‘ 
of the shafts, you 
should come across two Krooks trying to block 
your way by chucking bombs at you. The first one 
is on the right and you can get past him if you 
time it right. Dodge the second one too (this time 
on the left) then leap on his head to wipe him 
out. Now follow the tunnel to the left and climb 
the chain to find the Bonus Barrel. The Krem Coin 
will be all yours if you can make your way around 
the mossy rocks in time to collect all 16 stars. 








You'll have to be really quick and deadly accurate 
with Squitter’s platform webs at the start of this 
stage because the toxic waste will rise up to 
meet you. With a bit of practice you 
should be able to find the Bonus Barrel 
without too much trouble so leap inside 
and collect all the bananas with the help 
of Rattly the rattlesnake. 





1 That's it! No, really! All that’s left is to 
rescue Donkey Kong and spend a joyful 
holiday swinging from the trees. 

It’s an ape’s life! 
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As we told you back in November, you 
can check out all the latest Madman 
Entertainment news by logging on to 
their Web page at 

. It’s been revamped 
recently and is now even easier to use 
so if there's anything you want to know about any of 
their titles, old or new, then this is the place to go. You can even order 
new vids over the net with their on-line order form or send them an 
email to air your views. If you’re a budding artist you'll be interested 
too because they regularly display the pick of the fan art and you 
might even score a video if your artwork’s really impressive. They also 
run regular competitions so if you‘re unlucky in this month’s BGC 
comp (below) you can try again here! This is a really well designed 
and easy to use site - well worth a bookmark! 
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In case you were wondering, the winners of our Macross Plus Part 4 
comp were: Quinton Weymouth, Koorda, WA; Thomas John 
McCready, Queanbeyan, NSW; Jack Kallend, Black Man’‘s Bag, Tas; 
Byron Black, Seaforth, NSW; Charles Jefferies, Sydney, NSW. The 
five of them each win a copy of the vid as well as the Macross Plus CD 
for telling us that the hero of the series is lsamu Dyson. 








UE REGUS (oneRe UTE YOU 
en post to us by 27th June 1997. 
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Episodes 1-3: The Birth of Astro Boy, Robot 
Circus, Save the Classmate. 

Welcome to the world of robot boy Toby, A 
* dubbed Tetsuwan Atom or “Atom Boy” by the A ne Ried = 
Japanese, but known to the entire western co 
world as “Astro Boy” (renamed because apparently at the time of 
release an Atom Boy was more likely to be someone suffering 
under the weight of too many baked beans.) 

Originally put together around 1982, Astro has re-emerged 
looking fresh and colourful in the 90s to trounce the current mass 
market animated rubbish with his message that all men and cute 
little robot boys should be judged on the size of their hearts and 
not whether or not they have laser antennae coming out of their 
butts... or something like that. 

With its amazingly simple portrayals of good and bad, a moral 
in every story, ditzy music, unusual voice dubbing, and some of the 
oddest and cutest looking characters this reviewer will ever see, 
Astro Boy is somehow more than the sum of its parts, becoming 
an animated icon which will never ever grow old. 


Lisa, the niece of Nene’s boss hits town, and wants to 
get a “scoop” as part of her plan to become a famous 
journalist and after the Knight Sabers smash her 
favourite camera, she decides that exposing their 
identities will do just fine! 

Meanwhile, evil genius Dr. Miriam Yoshida 
develops a line of Boomers superior to the hardsuits of the Knight Sabers and 
puts them to work attacking AD Police HQ! After one of his Boomers takes 
over AD Police's main computer, it turns the building into a gigantic killing 
machine and traps the remaining occupants - including Nene and Lisa. Will 
the Knight Sabers arrive in time to save them! If they do, how will they fare 
against Miriam's Boomers, specially built to outfight their Hardsuits! And 
will Leon and Daley be able to nab Miriam before he blows the AD Police 
Building, and the Knight Sabers, to smithereens! 

Volume 8 is a little lighter than the earlier episodes in the BGC series. 
Much of the Boomer menace has been dealt with, giving Priss and Linna 
plenty of time to tease Nene about her growing weight problem. Characters 
are a bit more colourful, and the entire episode has more of a fun feel to it. 
Fans of action still have plenty to look forward to, with a fruity scientist 
developing a whole new line of Boomers to put up against the Knight 
Sabers, leading to a sensational showdown at the end with a newly 
equipped Knight Saber team battling the ultimate Boomer menace in the 
AD Police building. : 


Scoop Chase is a great end to a truly exceptional anime series. 

RELEASE 
INFORMATION 
9th June 
$24.95 
NA! 

51 minutes 
Madman 


RELEASE 
INFORMATION 


June 
$19.95 
Lwe 


70 minutes 
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Keep a look out for these icons so you'll know what to 
expect! Don't say we didn’t warn you! 


GORE Sp TENTACLES 
=| Lots of chunky red stuff prone Demons with lots of 
to flying about the screen. 


KEY: 





tentacles for tormenting 
hapless females! 


PROFANITY 

Free exercising of the right 
to have a potty-mouth. 
“What the heck, lets just 
stick another #!@#! in here” 


In the aftermath of planetary war, the people of 
Gaiarth struggle to survive amidst remnants of ) a as TITILLATION 
||| Whether it be shower scenes, 

technology they no longer understand. dissolving bikini strings or 

After defeating the Beastmaster (in Stage 1), shirts which tend to not be 
Ital, Zaxxon and Sahari travel to Metro City, very well stitched together! 
where a gigantic Kampfdraken has reportedly awakened. Our heroes 
confidently engage the monster, only to discover that it's more than 
they bargained for. When the monster is finally defeated, they 








discover that it's guarding a treasure: an egg containing a mysterious AN i M E CO M : S 


Elf, a synthetic human named Sakuya - the same Sakuya that the f AASTROBOY Boo! Y 


BeastMaster was searching for! But when Sakuya awakens, the ( 
mysterious General is able to set his terrible plans into motion... 

The character designs of the GSG series continue to impress me, 
with some great looking mecha and, in particular, some highly 
imaginative cyborg concepts. The storyline continues to be strong, 
and if you're into glam-rock, you may even enjoy the soundtrack. 

Gaiarth is a visually spectacular land of contradictions where the 
lines between technology, magic and mankind have blurred, creating : 
an amazing and original new world for anime lovers to explore. 








When was the AstroBoy idea originally put together? 


: BUBBLEGUM BONANZA = 


; Who's the ‘evil genius’ in Bubblegum Crisis Volume 8: 





46 minutes 
Madman 
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i Send to: 
L ANIME COMPS #51, NMS, PO Box 734, Crow’s Nest, NSW 2065 
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Everyone wants to know 


everything again all of a sudden. 
Give a poor Skull a break will ya? 
Fact is that some games 
companies are being a bit close 
with their titles, either having 
‘production difficulties’ or waiting 
for the right moment to release 
their li'l beauty on to the scene 
while everyone else does the 
same. Still, keeps it interestin’. 


HEY DUDE, WHAT Goes BU 
THE QpROusl OF ABUTTON 2 


> HEH- HEHE ZUM, KNOW), 


THIS ONE. LIKEA 


VA 
FROG IN ABLENDER, on) y 
SOMETHING? 
NO pumBeaa? 
DID THAT ves ST ERDAY, 


we nie 


SE RR A AARC RS EE RD ee 









ocone 
The 64 Kid, WA. 





| got a Nintendo 64 with Wave Race 64 and it is 

fantastic! The waves, the glare, the mist and the 

riders movements make the experience all the 
more enjoyable. 

| would like to ask a few things: 

1: Will the 64DD have internet access? Will you 
be able to play other gamers over the net? 
How much will it cost? 

2: When is Doom 64 coming out, and how 
much will it cost? | 

3: What about the Street Fighter series? 

4: Are there any other RPGs (besides Zelda 64) 
coming out on the N64? 

9: Will Donkey Kong 64 be 3D like Mario or 2D 
like Yoshi? 

6: Are there any secret courses for Wave Race 
64? 

7: Can you ride anything other than the dolphin? 

John Mackay, Qld. 


1 | was gonna say NO, but I’ve just been 
handed something that says the DD will 
include multiplayer playing via a modem. 
Check out the News pages for more details. 
It's expected to be available in Japan in 
December, the US in early ’98 and here.. 


¥ 2 Delayed again. Latest is that it'll be relgsed 


here in August or September, but it’s still 
not confirmed as we scribble this. 

3 Nothing at the moment. Capcom told us that 
their first N64 title was ‘definitely not’ from 
the SF stable though. 

4 Loads of you wanted an answer to this one. 
Goldeneye and Mission: Impossible both 
have elements of RPGness about them, but 
packed into thriller scenarios rather than in 
Hyrule-like lands. Future plans could include 
more (especially in Japan) but as you know 
these won't always be available in ‘Australia. 


5 No-one'll say anythin’ beyond ‘yes there will 
be a DK64...’ Rare haven't let us down 
before though and we'll expect the best from 
em, wReInEr it’s 38D or a mix of 2 and 3D 
like killer Gold. 

6 | haven't splashed into any. 

/ Well, there are the Jetskis!! You can ride 


with, but not on, é a giant dolphin, penguin 
and killer whale. See the Nun in issue #49. 
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Cut it out! 
R. Ruiz-Avila, WA. 


° 





Help, I’m stuck on what to do. | don’t know 
whether to buy an N64 or a PlayStation. 
Because | was in my local games shop ready to 
buy the ‘64 when | saw Space Hulk on the 
PlayStation, then all thoughts of the 64 left my 
mind. | love Games Workshop's games and to 
see one of their products on a games console 
totally screwed up my decision. PLEASE HELP. 
Do you know if Space Hulk is coming out on 
the 64 or anything similar, or Star Wars Trilogy, 
CLoanvantclalemslaromereyale[Urclmrclle mA AME alieyeharelile) 
any other titles coming out that are on the 
PlayStation? 

Joel Bond, NSW. 


Maybe reading the other /etters'll help you 
decide, but | know what I go for. No contest! As 
for Space Hulk: we've heard nothing about it 
being developed for the N64, but some people 
are being very cagey about some of their 
products right now. 


1 Is there going to be a Super Metroid on the 
N64 in the near future? 

2 Why is it that the N64 is so damn expensive? 
First of all you have to have a TV and then 
$399.95 for the console + $39.95 for the RF 
SW/RF modulator and on top of all that you 
have to have a further $99.95 for a game. 
God forbid if you want extras like 4 joypads, 
the 64DD, memory cards or any more games. 
All up that adds up to approx. $540 (without 
extras or TV). So what is going on it doesnt 
take a genius to figure out that it is too much 
to pay. So dear Skull is Nintendo going to pull 
their fingers out long enough to realise what 
I’ve just said. Is there a possibility that the 
price will go down? 

NMS fan No.1 Steven Reddy. 


1 Again, sorry to report but: no news guys! 

2 There's general agreement amongst retailers 
that its better quality makes the N64 worth 
I ROUECRAOM Em COU MAIS 
According to a Nin spokesman the recent 
price drop is ‘a result of savings made 
through increased production and 
decreased chip costs’, so maybe this will 
pass on to cartridges and add-ons too!. 


. This month’s pinup! | 
Garry Stiles, SA. 
(-) ou A) 
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mighty Skull, 


he N64 is out finally, after much waiting. Once 


ened the box the console looks great but is 

0 small, which is good!!! The controller is 
Nall as well but the responsiveness Is great. 
per Mario 64 is great and some of the later 
Vels are hard but the first Bowser stage was 


sy!!! The only thing | don’t like is the hook up 


ystem because some people don't have the 
test TVs and then have to buy the RF 
dulator but | s’pose you can’t please 
srybody!!! 

_ What is the possibility of a scope or a laser 


gun for the N64? 
hat is the possibility of an adaptor to play 
SNES games on the N64? 


our mag is still great, don’t change it too 
uch. 
he ‘Will man’. 








a 

0 Skull, 

m getting a N64 for my birthday so could you 
lease answer a couple of questions for me: 
Will Nintendo be bringing out a shooting 
game with a gun? 0 
=Will they be bringing out a steering wheel? 
he Man, Tas. 






D that pair of yas: Nintendo themselves don’t 
ve any approved steering wheel or gun-like 
ducts, but some manufacturers are turnin’ 
it wheels in Europe and the USA. Web sites 
‘\\www.interact-acc.com and 









Tto:\\www.madcatz.com have details, but their 


oducts are unlikely to be available here. 
=o plans for official steering wheels. The 
stick and controller design are s'posed to 


nough flexibility in the games we've played. 
ho knows though, a vast range of products 


Jintendo approved. 
he SNES adaptor question comes from 





thange. IF it did exist it'd probably cost more 


han a SNES anyway! That’s what your SNES is 


or aint it? 


jear Skull, 
m writing to you to ask you one little tiny but 


mportant question. My friend recently bought a 


lega Game Gear (not that | personally like it) 


md it is colour. | have a Game Boy and it is not 


lour. Why hasn't Nintendo made a colour 
jame Boy yet? Hmmmm. 
Ymar Soliman, WA. 


7s a whole year since we first reported the 


then) rumour of a colour Game Boy. That was 


ollowed by hasty denials, then a grudging 
greement that it’s in 
evelopment, somewhere. 
é wait to hear as you 
jo. The technology 
xists to be sure, but 
7e've fallen foul of 
lease dates and other 
eculation before. 









ick Howe, NSW. 
you knew what he 
ally looked like... 


z in pain! 


eal with all eventualities, and its design allows 


as developed for the SNES and Game Boy by 
ird party developers, although none of it was 


ds of you. There’s no way that running SNES 
james on a 64 bit machine is gonna make ‘em 







Dear Skull, 

This is Kamek the Magikooper. Do you know 
who were the creeps that excluded me out of 
Mario Kart 64? Early in 1996 | found out | was 
starring as a character, although in January this 
year |.found out | had been replaced by that 
TUyanlelsya tare miele) Bleytl cova Cell B 

| am planning on buying a Nintendo 64 and 
Mario Kart 64. However, | am used to using the 
control pad directions for steering the karts and 
MIENGESGCIMIMUCUN AN OL mer lilsm Ur lmel0 
control the players using the joystick part of the 
Noy Mrexeyny an e)|(c1Mn RSI im OLONsSS)] 0] (cm COMMU ESYom UTM O10) 01 (00) 
pad direction button in Mario Kart 64? 

Kamek Magikooper, SA. 


You’re out son. You didn’t make it in, so you're 
out. Geddit? Mario Kart 64 doesn’t use the , 
direction pad for steering, but this is the ideal 
use for the joystick, and it’s a really easy and 
smooth operatin’ way to control the karts. 


» To Skull, | 


Yo humanoids out there who are honoured and 
privileged to be reading this letter. It's the one 
and only Bad Guy talkin’ again. The only person 
who can walk the walk and talk the talk. Just 
admire and worship. 

So the N64 has finally arrived. While the 
PlayStation tells everyone not to underestimate 
their power while all the darn thing does is 
crash, and the bozos at Sony say it’s because of 
a weak spring. Great excuse man! Forget Sega's 
machine. It’s still on another planet. 

You humanoids think that Mario 64 is 
incredible, well wait until you get your grubby 
little stinkin’ hands on Mario Kart 64. Having 
come back from a rave at 5am | sat down and 
played it ‘til 1,in the arvo. | gotta tell you, Mario 
Kart 64 kicks ass! And please Skull, tell those 
AALO)AOVANSHEAT MN TLATGGHALOOMANUISUCg-1IC COs] (0) OMCLAVLNO IN LOLS 
because a few people are bringing in imports. 
As far as I’m concerned they can stick it where 
the sun don’t shine. 

BECOMCLUNAM I Teh UlR 


I guess | should say ‘we at NMS accept no 
responsibility...’ etc. 





What’s goin’ on here? 
Greg McCallum, NSW. 


Skull, 

’m not going to say I’m a secret spy agent of 

Sonic or anything of that nature, so I'll just say 

I’m one of your biggest fans and I’ve got a few 

questions to ask you. 

1. In the issue of January 1996 there were some 
codes for The Lost Vikings SNES but | can't 
access them. Please tell me how to. 

2. | just finished The Lost Vikings recently and 
at the end of the credits it said “Watch out for 
Lost Vikings 2”. Is there going to be a Lost 
Vikings 2? 

3. Is there going to be a Lost Vikings on the 
N64? 

Matthew Pearce, : 

PS You can tell I’m a Lost Vikings fan as well. 


1. The codes we published in that ancient issue 
were Action Replay codes, for use with a 
hardware peripheral that plugs into the 
SNES and allows you to happily cheat. 

These aren't approved by Nintendo Australia, 
but they are available in stores and by mail. 

2. Interplay and Big Rain have developed Lost 
Vikings 2 for the SNES and what we've seen 
of it looks pretty good. Dunno at this stage 
if it'll ever be out in Australia, and if so 
when, but we'll ask around and let you know 
aS SOON aS... 

3. No news of anything for the N64, but 
Interplay are at work on the following N64 
IL CSMLGUEMCOLMOLIAICL GM Se AMAA 
Ultra Descent, VR Golf, so perhaps they'll be 
involved in Vikings too. 





This comes from the 
Great Almighty 
Nintendo Lord, 
NSW. (Oh yeah!) 


Send your tips to the 
Nun, insanity to Les, and 
complaints to Write Off! 
All | want is bribes and 
chocolate, but I'll accept 
the usual barrage of 
envelopes. 

Shame if you don’t get in 
but the bag gets bigger 2 
every day! 


Skulls Graveyard 
NMS, 

PO Box 734, 

Crow’s Nest, NSW 2065 


email: catalyst@popmail.dircon.co.uk 













Guess what Oly found in me bed the udder 
-~ moight? Oly was returnin’ from a wee prayer 
meetin’ at the casino when Oly spotted a wee 
small furry t’ing scuttlin’ along mol undergarments. 
Oly managed to capture de f’ing and it was a darlin’ 
wee spolder out o’ dat Donkey Kong Contry Tree, 
askin’ if Oly could slip in few more o’ de tipsies for de 
Double Trouble fans out dare. So here ye’s are, go an’ 
get dat cart out’o de box and play ye’selves stoopid! 





Arich the Spider can be a problem 
to overcome, but barrels are the 
answer. Hold a barrel overhead 
when Arich drops down and after a 
couple of hits he'll spit out some 
deadly toxic slime. Avoid this in the 
bottom left corner of the screen 
and wait until he begins jumping 
again before launching your final 
attack. We found Dixie better for 
these moves as she holds the 


the top right branch. 


ihyieg 


m Barbos'’s spines make this 
% foe a difficult one to beat. 


knock Lurchins into Barbos 
and break down those 
defences. Once vulnerable, 
stab at the softer parts. Repeat 
this in the second cavern after 
youve coaxed the homing shells in. 
In the third cavern stay up high 

to avoid Barbos’s attacks and 

dive in to stab between 
the spikes. 












A tough one this, because you have 
to think fast whilst running fast. 

Towards the end of the level there’s 
a letter G, and beneath it is an 

invisible Auto-blast Barrel. Leap into 
it and you'll be fired up to an 
Invincibility Barrel which will 
disable the Ripsaw. At the 
top, get above Koin and ~ 
throw the metal 
barrel left to 


CRUISE 
THE USK 


CRUIS’N USA 





reveal the 

DK Coin. On the Stage Select Screen press together: 
Golden Gate Bridge L+C (left) + C (down) 
San Francisco L+C (down) + C (right) 
Indiana L+C (right) + C (up) 


60 NMS 











barrel up high. You'll find barrels on 


Use Enguarde’s long nose to 








































The Turbo Ski can be used to get 
you over otherwise insurmountable 
waterfalls in the Northern 
Kremisphere. Hold down the Y 
Button and circle until you've built 
up enough speed, then head 
straight for the waterfall and, if 
youve got enough power on, you 
should be able to clear even the 
highest of the falls. 






NTENDO 64 


You can get the sirens and lights to work on the 
school Bus or Police Car by entering this code: 

Come first in a race or get a “Record New Time” 
with either the Police Car or the Bus. After entering 
your initials, move the joystick to the bottom of the 
screen, then over to the left (keep the conveyor belt 
on screen). Wait 30 seconds and a head will roll by 
saying “Man, | love this game.” 

Exit the screen and choose a new race. When it 
Starts hit Brake, Brake, Accelerate close together. 
The sirens turn off if you slow up, but repeat the 
code and accelerate to repeat it. 





| 















Hey Mary’ 


Show us yer yet 


ia 


Play as Supervisor 
Choose 2-player mode and press Up, Right, Down, 


Left, A or B or X or Y or all together until the 
Supervisor appears. 


men Change Driver's Abilities 
meee At the Driver Select Screen press X, Y, X, Y, 


” X, Y, and hold down the X Button. You can 
now change your driver's abilities. 
Alec Stuart, NSW 


Get 75 Krem Coins 

To get 75 Krem Coins easily, go to the first level and 
go inside the cabin that holds a life and a message. 
Leave the cabin but don’t get the life or the message. 
You'll notice 2 bananas outside. Jump over the 
bananas and get the bunch of bananas at the first 
Klomp. Go back into the cabin (don’t get the 2 
bananas outside of the cabin) and get the extra life 
but not the message. Leave the cabin and get the 
banana bunch again at the first Klomp (don’t get the 
2 bananas). Now go back into the cabin once more 
and you will notice a Krem Coin. Get it! 

Sylvan Ryan. 


All Force Powers 
During play press the Start Button to bring up your 
current powers. 

Press and hold down Right (keep this held 
throughout), now press Start, Select, A and B all 
together. If this is successful the powers will still be 
showing. Next press the following buttons in this 
order: 


Change View 
See your car from a different angle while racing by 


pressing L+R+Select. 


Kool Stuff Right, Up, B, B, A, Down, Up, B, B, B, Start, A, B, Start, B, B, Start. 

Down, Up, B You will now have all of the powers. 
Kooler Stuff Up, B, A, Left, Down, Y 
Scott’s Stuff B, A, Down, Down, Left, A, X, B, Level Skip 

A, B, Y Continue as above but on the second set of button 
Sound Test Left, Down, Y, Y presses you must press B, B, Start, A, B, Start, B, B, 
Raj Dave, WA Select. You will now skip to the next level. 














MORTAL KOMBAT 


Win the game “normally, then wait for the credits. 
When ‘The End’ appears, hold Up + Left + Select + A. 
Enter your initials and press A. 


While playing as Goro hold down A + B then press 
Down. Goro will disappear and time will speed up. 
Your opponent will repeat the same move over and 
over and won't be able to hit you. 





J. Rainer, Qld 

KRUSTY’S FUN HOUSE 
car MCBAIN 

Level 3 MILHOUSE 

Level 4 CMBURNS 

Level 5 PRINCESS 


WARIOLAND 


Pal. ten tas Select 16 times. A box will appear 
over Lives, Time, or Coins. Use the A and B Buttons 
to increase these to maximum. This is available on 
each level. 


GARGOYLE’S QUEST 


SWXE-CBF) 
David Cross, SA 


KIRBY Ss DREAM LAND 


7 Select B 


SNOOPY’S MAGIC 
ai 


1N1B 12ET CE1Q 
XZ10 2UV4 HEO4 
V5K2 VU12 CEIB 
CA1H Z2JH VHNX 
424V 2207 1H11 
VS10 C21 B6N0 
C417 ZUUV CDIT 
CS1V 7UBB CD1D 
VUYO BE10 V5Y0 


Dare now, anudder lovely pot o’ 
tips for de fire soiyd. Oiy’ll be 
back te temp ye’s all next month 
wid me normal way o’ goin’. 
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Q In Mario 64, where do | find the 
Red Cap Switch? 


A Go to the picture of the sun on the 
floor, just inside of the entrance of 
the castle, and look up into the 
sunlight. If the sunlight is not 
there, you need more Stars. 


Q Where do you find the Green Cap 
Switch? 


A In Course 6 Hazy Maze Cave. Go 
past the rolling rocks and take the 
elevator down to the underground 
lake. Stomp on the back of the 
swimming beast (Dorrie the Sea 
Dragon) and walk on to his head, 
then steer him over to the metal 
door on the other side. Go through 
the door and jump into the pool of 
liquid metal. 


Q Where's the Blue Cap Switch? 


A Go to the basement and through 
the big key door. Take the wooden 
door at the end of the path. Go 
right and enter the wooden door 
with nothing on it. Cross the water 
and stomp down the two pillars on 
the other side. Then enter the 
metal door and drop down the hole 
on the right. 


Q How do! get out of the water? 


A When Mario’s face is above water, 
pull the control stick down and 
press the A Button. Make sure 
Mario is near ground that he can 
get on to. 


Q How do | get up the endless stairs? 
A You need at least 70 Stars. 


Q What do ! do in the courtyard inside 
the castle? 


A After collecting 14 Stars, you 
need to defeat the Big Boo to open 
the entrance into Course 5. 
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Q Can you damage the Star Destroyer 
in the Skyhook Battle? 


A Even though a damage meter 
appears, we haven’t been able to 
damage it. 


Q How do ! defeat the Dianoga in the 
sewers? 


A You need to look around in the 
water for the Dianoga Eye, this is 
the only tentacle that registers 
damage. It looks bigger than the 
others. Disruptors don’t work 
below water, so try using the 
heatseekers. 


Q How do | defeat Bobba Fett’s ship 
Slave 1? 


A You need to shoot it from behind, 
the damage meter will appear 
when you're hitting it in the right 
spot. Apart from that a lot of 
practice is required. 


Q What do the Challenge Points do for 
me? 


A When all the CPs are collected 
they give you game secrets after 
completing all the levels. 


Q Where is the Stun Gun? 


A You don’t get that one until Level 9 
Xisor’s Palace. It’s in the second 
bridge room. 


Q How do ! get the Challenge Points in 
Level 1? 


A You need to trip over the AT-AT 
Walkers with the tow cables. 


Q | finished the last level but my 
character, Dash, died. | like happy 
endings. 


A Try playing on a harder difficulty 
level and accelerating out of the 
exploding Skyhook. 


Thanks guys! If your crisis wasn’t solved, don’t worry, there’ll be more 
of the same next month. We're not all N64 orientated either, the Gurus 
will happily deal with SNES, GB and other technical and release info. 
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TIPS & CODES | 


The Gurus have had a crock of questions on 
N64 games as more of you get stuck into these 
beauties. Below’s a selection of the most frequent 
of the latest, but call ‘em if you need help with 
more. You can also check out the Nintendo web 
site on http//:www.nintendo.com.au for more info. 


OQINOSAUR HUNTER 





Q Can you kill the monkeys in Turok? 
A No, you fiend! 


Q | found some ammo, but | cant pick 
it up. 


A You already have maximum ammo 
for that weapon. 


Q When do | get the Chronoscepter? 


A Level 8 if you have all of the pieces 
- they're scattered throughout the 
levels. 


Q Where's the Grenade Launcher? 


A Level 4, between the first and 
second checkpoints. 


Q How do ! get into level 2? 


A You need to go to the hub at the 
end of level 7 and if you’ve collected 
the 3 level 2 keys, go to the 
different stones until level 2 opens. 


Q How do ! defeat T-Rex? 


A Use the holes on the outside for 
cover and fire your best weapon 
when given a chance. Keep moving 
when he blows fire and walk left or 
right while firing. 


Q How do | defeat the Campaigner? 


A You need the Chronoscepter. 
Charge up the Scepter and aim 
well; you only have 3 shots. Then 
continue to dodge and hit him with 
the mini gun. If that runs out use 

the next best gun. 








ATTENTION ALL 


comme HETAILERS! 


Starting with the July ‘97 Issue of NMS, if you’ve got some news from your 
shop floor (and it doesn’t have to be Nintendo related) then pass it on to 
those who really want to know — 

Our Readers — Nationwide - Every Month! 


















Talk direct to the buying public Let's have your views on the things 
about your latest in-store news: that affect your business: 

RE-FITTED, EXPANDED OR MOVED NINTENDO, SEGA AND SONY 

LOCATION ? GAMES AND THEIR PUBLISHERS 

STARTING A CHAIN OF GAMING STORES ? MEDIA, PACKAGING AND PRICES 

GETTING IN TO SOFTWARE RENTAL? CONSOLES AND PCs 

RUNNING A PROMOTION OR COMPETITION ? THE BUYING PUBLIC — 

Top SELLERS — LINES AND PRICE POINTS. WHO WANTS WHAT, WHEN (AND WHY!) 


A full page of FREE (National) Promotion for one lucky store owner each and 
every month - All you have to do is send us: 


INFORMATION ABOUT WHAT MAKES YOUR STORE SPECIAL 
ONE OR TWO SNAPSHOTS (OF THE LOCATION, STORE AND STAFF) 
YOUR COMPANY LOGO, ON HEADED PAPER OR A BUSINESS CARD. 


And we'll do the rest, but don’t be boring, or we won't select you! 


YOU TELL US WHAT’S HAPPENING; WHATEVER THE ISSUE OF THE DAY, 
SEND US YOUR LETTERS, FAXES AND EMAILS (WE'LL PUBLISH AS MANY AS POSSIBLE) TO: 


NNIS, PO BOX 734, CROW’S NEST, NSW 2065 
FAX: O02 9906 1551 
EMAIL: catalyst@popmail.dircon.co.uk 







The Publisher will not return any materials submitted for publication, and reserves the right to edit or withold any submission made to Nintendo Magazine System, Australia (NMS). 
Copyright and/or control over reproduction in any format, of any article printed in NMS, is deemed to be automatically vested in the Publisher upon receipt and acceptance. 









All the Swap & Sell entries are divided into States so you can quickly find 
the swappers and sellers in your area. If you want to get hold of a game 
or you want to get shot of one then fill in the form below (neatly 
please!) and post it to us at the address shown. We'll print all the 
address and phone number details in the mag that you send us so make 


DETAILS WILL SWAP /SELL 


WANTS 





PSUb SOLAN a 
Zelda: Link’s Awakening (GB) $ 
Donkey Kong (Game Boy) $20 
Golf (Game Boy) $15 
Night Light (GB Hardware) $5 
Super Advantage (joystick) 

(SNES) $40 
Game Boy (hardware) $30 
Donkey Kong Land (GB) $30 
ono for all games 


GARRATH BENDEICH 
7/10 Minehan Place, Calwell, Canberra, 
ACT 2905. Tel: 06 292 6163 
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Mortal Kombat 2 (SNES) 








EAMON ARMOUR 


Tetris (Game Boy) . 
Glenview, Bookham, NSW 2582 Street Fighter II (SNES) Donkey Kong Land (Game Boy) 48 Goorawin Rd, Orange, NSW 2800 Mortal Kombat 2 (SNES) $45 
| Tel: 2277284 Tel: 063 61 7418 Mortal Kombat 3 (SNES) $45 
TE (SN 
NATHAN HOWE Doom (SNES) Nigel Mansell’s World as 
| 280 Kildare Rd, Bracktown, NSW 2767 Donkey Kong Country (SNES) Championship (SNES) swap or Doom (SNES) $50 
Tel: 02 9621 8685 Donkey Kong Country 2 (SNES) sell for $60 Syndicate (SNES) $40 
Bubsy 2 (SHES) oe Kirby's Dream Course (SNES) $40 
| or sel for $60 T2 The Arcade Game (SNES) $40 
MITCHELL SULLIVAN Worms (Game Boy) Donkey Kong Land (Game Boy) Illusion of Time (SNES) $40 
89 Lockyer St, Adamstown, NSW 2289 Star Wars (Game Boy) Swap Super Mario Kart (SNES) $35 
Tel: 631925 Virtual Soccer (SNES) $30 
SHARON BUTLER Mario Paint (SNES) PR EC ch eee Re oe All with manuals & boxes 
7 Miller Ave, East Nowra, NSW 2541 NORTHERN TERRITORIES I 
Tel: 044 210477 LINDSAY GREENE Zelda 3 (SNES) Primal Rage (SNES) 
BEAU MAINEY NBA Jam (SNES) StarWing (SNES) 16 Mceddie St, Jingili, Darwin, NT Secret of Mana (SNES) Jungle Book (SNES) 
162 Mooneba Rd, Via Kempsey, NSW Super Mario World (SNES) Earthworm Jim (SNES) OB10. To: 08 8948 0514 = ——_—_Sim City 2000 (SNES) Super Mario All Stars (SNES) 
2440. Tel: 065 617169 QUEENSLAND & 
ROBERT NUGENT Killer Instinct 2 (SNES) Road Runner (SNES) Sell DANIEL IRWIN Super International Cr icket (SNES) Nintendo Scope 6 (SNES Hardware) 


RMB 935, Mooma Centre Road, NSW = WeaponLord (SNES) Mystic Quest Legend (SNES) 


2731. Tel: 064 838257 Mortal Kombat (SNES) with manuals & boxes 4035. Tel: 07 3353 0009 ‘i “96 (SNES) oe with manuals) $80 
Mortal Kombat 2 (SNES) @ Lion King (SNES) 
Mortal Kombat 3 (SNES) Donkey Kong Country 2 (SNES) 
Clay Fighter (SNES) JAMES LANGLANDS Jurassic Park (SNES) Stunt Race FX (SNES) 
Clay Fighter 2 (SNES) Lot 2 Prenzlav Rd, Prenzlav, Qld 4311 Virtual Bart (SNES) Nigel Mansell’s World 
Nintendo Scope (SNES Hardware) Tel: 07 5426 8377 Championship (SNES) 
Super Game Boy Game Genie (GB Hardware) STEPHEN KING Mortal Kombat (SNES) 
RICHARD MORRISSY Sim City 2000 (SNES) Swap Crash Dummies (SNES) Swap 4 Ansell Ave, Deception Bay, Qld Mortal Kombat II (SNES) 
43 Treelands Cres, Ballina, NSW 2478 — Battletoads Battlemaniacs (SNES) Swap Super Mario All Stars (SNES) Swap } 4508. Tel: 3204 7342 
Tel: 867558 MATHEW HALLAM Rock ‘n’ Roll Racing (SNES) Secret of Mana (SNES) 
MATTHEW BOLEWSKI Theme Park (SNES) Paws of Fury (SNES) Swap PO Box 239, Mossman, Qld 4873 Shadowrunner (SNES) Legend of Zelda Ill (SNES) 
74 Mann St, Nambucca Heads, NSW — Animaniacs (SNES) Super Soccer (SNES) Swap Tel: 070 981 666 Final Fantasy 3 (SNES) Super Mario All Stars (SNES) 
2448. Tel: 065 694 18] Mortal Kombat (SNES) ChronoTrigger (SNES) Super Mario Land (SNES) 
KYLE DWYER Killer Instinct SNES pack with Donkey Kong Country 2 (SNES) Maximum Carnage (SNES) 
88 Overall Drive, Pottsville Waters, original casing, Donkey Kong ren er 2 (SNES) = es nag 
NSW 2489. Tel: 066 761480 Country 2, 2 Controllers as new usion of Time (SNES) ier Instinct (SNES) 
only one month old (plus Any good RPG (SNES) Chaos Engine (SNES) 
bonus Killer Instinct code book) Earthworm Jim (SNES) Syndicate (SNES) 
Worth $350 sell for $280 Earthwork Jim 2 (SNES) Donkey Kong Country (SNES) 
Populous (SNES) 
ANDREW BAIN Donkey Kong Country 2 (SNES) Uttraman (SNES) Swap : ; . 
PO Box 192, Lane Cove, NSW 2066 Tetris (Game Boy) JUSTIN Killer Instinct (SNES) Super Mario All Stars (SNES) Swap 


Tel: 02 4284791 


STEVEN HARRISON Donkey Kong Country (SNES) 


sure you've got permission from the olds to send them in. If you don’t 
want us to print your whole address just give us a town or a city and a 
phone number. If you find a game you want then just ring the number 
and arrange a deal. It’s up to you to haggle and to sort out the details! 
Make sure you check before you go ringing all round the country too! 
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DETAILS WANTS 


DANIEL ZAHARIA Earthworm Jim 2 (SNES) 
22/412-416 The Horsley Dr, Fairfield, 


NSW 2165. Tel: 02 726 3236 MegaMan X2 (SNES) 


STEPHEN HURST 
118 Walters Rd, Blacktown, Sydney, 
NSW 2148. Tel: 02 9622 4101 


TOMEK SITEK PilotWings (SNES) 
9/16 Wolseley St, Drummoyne, Sydney, NBA Jam TE (SNES) 
NSW 2047. Tel: 81962 35 Killer Instinct (SNES) 


DALLAS HAMILTON 


Zelda 3 —A Link to the Past (SNES) 
Secret of Evermore (SNES) 








5 Halley's Cres, Bridgeman Downs, Qld NBA Live ‘96 (SNES) 


c/- PO Highlands Rd, Eudlo, Qld 4554 
Tel: 07 5445 0745 


Mortal Kombat 2 (SNES) 
Donkey Kong Country (SNES) 
Mortal Kombat 3 (SNES) 








WILL SWAP /SELL 
Ren & Stimpy Time Warp (SNES) Sell 


Action Replay converter (SNES Hardware) Super Mario All Stars (SNES) Sell 


Nigel Mansell’s World 
Championship (SNES) Sell 


Secret of Mana (SNES) Swap 


Super Mario All Stars (SNES) 
Unirally (SNES) 
Super Scope 6 + Gun (SNES) 


Mortal Kombat (SNES) $30 










































inc. 6 games in 1 (all boxed 


Kirby's Ghost Trap (SNES) Swap 


27 Stevenson St, Wetherill Park, NSW 


Donkey Kong Country 2 (SNES) 


Earthworm Jim (SNES) 









2164. Tel: 02 9609 4353 NBA Jam /T2 arcade game All games must come with box & manual 
Send to: Swap & Sell, NMS, PO Box 734, Crow’s Nest, NSW 2065. 
| WANT: 
Name Game Console 
Pitiane Game Console 
Game Console 
Town/City I’LL SWAP /SELL 
Game Console 
State Postcode______ Game Console 


Console 





Ue Aes... Game 





DETAILS 


MATT MINGER 
PO Box 680, Maleny, Qld 4552 
Tel: 075 943 752 - 


LEE GREEN 


WANTS 


Stunt Race FX (SNES) 
Mohawk & Headphone Jack (SNES) 


Killer Instinct (SNES) 


17 Barramundi St, Gladstone, Qld 4680 NBA Live ‘96 (SNES) 


Tel: 079 792052 


MICHAEL BOWMAN 
270 Burgess Rd, Gympie, Qld 4570 
Tel: 07 54 832 780 


PHILLIP LUCAS 
8 Ruff Crt, Collinsville, Qld 4804 
Tel: 079 855130 


ANDREW BURNS 
9 Larool Ave, Bribie Island, Qld 4507 
Tel: 07 3408 7527 


KARL JACKSON 
MS 21, Kalbar, Qld 4309 
Tel: 075 4671373 


MR LEE 
350 Boundary Rd, Dakabin, Qld 4053 
Tel: 3888 1978 


SOUTH AUSTRAL,A Ewa 


MICHAEL SALKANOVIC 
Unit 5, 1 George St, Clarence Pk, SA 
5034. Tel: 08 2741091 


Top Gear 3000 (SNES) 
Metroid (NES) 


Doom (SNES) 
Theme Park (SNES) 


Zelda Ill - A Link to the Past (SNES) 
NBA Live ‘96 (SNES) 

Zelda - Link's Awakening (Game Boy) 
WWF Royal Rumble (SNES) 


Killer Instinct (Game Boy) 
Donkey Kong Land 2 (Game Boy) 
Mortal Kombat (Game Boy) 
Mortal Kombat 2 (Game Boy) 
Mortal Kombat 3 (Game Boy) 


ChronoTrigger (SNES) 

StarWing (SNES) 

Any RPGs (SNES) 

PilotWings (SNES) 

Mystic Quest Lgend (SNES) 

Any Final Fantasy game (SNES) 


Mortal Kombat 2 (SNES) 
Mortal Kombat 3 (SNES) 
Theme Park (SNES) 

Zelda Ill (SNES) 

WWF Raw (SNES) 

Worms (Game Boy/SNES) 
Madden ‘93 (SNES) 

Bubble Bobble (Game Boy) 
Snow Brothers (Game Boy) 
Road Rash (Game Boy) 


WILL SWAP /SELL 


Donkey Kong Country (SNES) Swap 
Primal Rage (SNES) Swap 


Super Mario All Stars (SNES) 
Rock ‘n’ Roll Racing (SNES) 
Super Street Fighter II (SNES) 


Super Mario Bros. (NES) 
Super Mario Bros. 3 (NES) 
Mortal Kombat (SNES) 


Golf (NES) 

Ferrari Grand Prix (NES) 

Robo Warrior (NES) 
Swap or $20 each 


Secret of Mana (SNES) 

FIFA ‘96 (SNES) 

Super Mario Land (Game Boy) 
Game Boy with 4 games (Sell) 


Mario Bros 3 (NES) 
Tetris (Game Boy) 
Mario and Yoshi (Game Boy) 


The Legend of Zelda (NES) Swap 
or Sell $30 

Zelda 2 (NES) Swap or Sell $25 

MegaMan (NES) Swap or Sell $10 

Game Genie (NES) Swap or Sell $35 

Mario Land (GB) Swap or Sell $20 

Tennis (Game Boy) Swap or Sell $25 


NBA Jam (SNES) $45 or Swap 
(with manual) 

Mortal Kombat (SNES) $35 or Swap 
(without manual) 

Super Street Fighter II Turbo (SNES) 
$45 or Swap (with manual) 

Super Mario All Stars (SNES) $40 
or Swap (without box or manual) 

NBA All Star Challenge (SNES) $40 
or Swap (with manual) 

Fortress of Fear (GB) $17 or Swap 
(without box or manual) 

Dragons Lair (GB) $15 (without 
box or manual) 





TROY THOMPSON 
Box 2337, Mt Gambier, SA 5290 
Tel: 8725 6962. 


Mortal Kombat 3 (SNES) $50 boxed 

Game Boy & Tetris (GB) $40 

SNES Console, Super Mario All 
Stars Pack with extra 
Controller in box with most 
instructions (SNES) £135 





KIRSTY ALLEN 


Super Street Fighter II (SNES) 


1] Eyre Ave, Whyalla Norrie, SA 5608 Eeek! The Cat (SNES) 


Tel: 08 86 457501 


Micro Machines 2 (SNES) 





ROWAN CLARK 
PO Box 46, Bordertown, SA 5268 
Tel: 08 8752 2951 


Wolfenstein 3D (with inst) (SNES) 


Flashback/Revolution X (SNES) 





LENNY STARKE 
409 Anzac Rd, Pt Pirie, SA 5540 
Tel: 086 325779 


Any N64 game 


SNES ex. cond., 2 Controllers, 
King Arthur's World, Last 
Action Hero, Super Mario 
World, Clayfighter 2, Donkey 
Kong Country 3, Toy Story, 
Power Rangers fighting edition 


WILL SWAP /SELL 


Pebble Beach Golf Links (SNES) $70 

Flintstones Treasure of SM 
Sierra Madrock (SNES) $75 

Jurassic Park (SNES) $75 

Goof Troop (SNES) $75 

Scope 6 and Game (SNES) $100 

Super Mario Land (GB) $30 

Super Mario Land 2 (GB) $45 

Balloon Kid (Game Boy) $25 

Home Alone (Game Boy) $30 

Game Boy Console $60 

Super Metroid (SNES) $40 


DETAILS WANTS 


CHRISTOPHER STEGLEY 
6 Cyril St, Ashburton, Melbourne, Vic 
3147. Tel: 9886 9090 


Killer Instinct Gold (SNES) 

Super Mario World (SNES) 

Super Mario World 2 (SNES) 

Pro Action Replay (SNES Hardware) 


Donkey Kong Country 2 (SNES) 


NICK SYMES 
29 Elaine Ave, Alfredton Ballarat, Vic 
3350. Tel: 03 5334 2841 


BODAN KLEID Super Mario All Stars (SNES) 


c/- 45 Studley Rd, East Brighton, Vic Earthworm Jim (SNES) Donkey Kong Country (SNES) 
3187. Tel: 9592 6178 Earthworm Jim 2 (SNES) Street Fighter II (SNES) 

LUKE WILLIAMS NBA Jam Donkey Kong 

1035 Baxter-Tooradin Rd, Pearcedale, NBA Jam TE Donkey Kong 2 $60 

Vic 3912. Tel: 059 786 169 

SIMON JAMES TURNER Mega Man Vil Donkey Kong 2 

5 Kara Court, Wantirna, Vic 3152 Donkey Kong 3 Donkey Kong 


Tel: 9801 8841 


ANTON FRACKOWSKI 
5 Kevin Court, Melton South, Vic 3338 
Tel: 03 9746 0443 


BEN SMITH 


Donald in Maui Mallard (SNES) 
Donkey Kong Country (SNES) 
Donkey Kong Country 3 (SNES) 


Donkey Kong Country (SNES) 


Super Mario World (SNES) Swap 
Star Wing (SNES) Swap 


Kirby's Dreamland 2 (Game Boy) 


7 Fruthen Rd, Geelong, Vic 3216 Fatal Fury (SNES) Shag Fu (SNES) 
Tel: 052 226 988 (after 6pm) 
NICHOLAS THEODITOU Donkey Kong 2 (SNES) Darius Twin 


82 Exford Rd, Melton South, Vic 3338 
Tel: 9743 3743 


WESTERN AUSTRAL,A EI 














SHANE NANKERVIS MegaMan X (SNES) Yoshi's Island (SNES) 

10 Knoll Place, Kiara, Perth, WA 6054 Any other good SNES game 

Tel: 279 4865 

TREVOR SAMPSON Killer Instinct (SNES) 

20 Argus St, Narrogin, WA 6312 Mortal Kombat 3 (SNES) 

Tel: 098 814 584 (Fax also) Hand Controller (SNES Hardware) 

JAXSON BATEMAN MegaMan X (SNES) 

24 Brazier Rise, Padbury, WA 6025 

Tel: 09 307 1760 

BEN TERLICK Diddy’s Kong Quest (SNES) Super Mario World (SNES) 
1 Grundy Way, Thornlie, Perth, WA 6108 Ultimate Mortal Kombat (SNES) Yoshi's Island (SNES) 
Tel: 493 5201 Super Mario All Stars (SNES) Earthworm Jim 2 (SNES) 
DAVID O'NEIL Secret of Mana 2 (SNES) Secret of Mana (SNES) 


6 Banksier Court, Bulls Brook, Perth, WA Rock ‘n’ Roll Racing (SNES) 
6084. Tel: 5711086 Secret of Evermore (SNES) 








MICHAEL HULBERT Super International Cricket (SNES) 

PO Box 404, York, WA 6302 

Tel: 096 411163 

CLAYTON GILES Killer Instinct (SNES) Street Fighter 2 Turbo (SNES) 


10 Snell Crt, Tarcoola Beach, Geraldton, Donkey Kong Country 2 (SNES) 
WA 6530. Tel: 099 213486 Rock ‘n’ Roll Racing (SNES) 


MARK ARDAGH Worms (Game Boy) 
37 Christmas Ave, Heathridge, Perth, 
WA 6027. Tel: 09 401 9661 


KEVIN GREEN 


Swap 





MegaMan II (Game Boy) 





Mortal Kombat III (SNES) Nigel Mansell’s World 





will swap all for N64 42 Sulphur Road, Parmelia, WA 6167 Mortal Kombat 2 (SNES) Championship (SNES) Swap 
JOSH BOWMAN Donkey Kong Country (SNES) Gane Bay Console $50 we O91) 2077 Bubsy the Bobcat (SNES) Swap 
PMB 31, Orroroo, SA 5431 Donkey Kong Country 2 (SNES) Killer Instinct + manual (GB) $30 | DEBBIE SPICE Dirt Racer (SNES) Ultraman (SNES) Swap 
Tel: 08 86586 021 Jurassic Park (SNES) or swap PO Box 17, Gibson, WA 6448 Bubsy II (SNES) Crazy Chase (SNES) Swap 
Doom/Street Fighter Il/Primal Rage/ —_ Tetris (GB) $20 or swap Tel: 090 754140 
Super Mario Kart/Secret of Evermore/ Donkey Kong Land + manual SHANE FOGGON Super Metroid (SNES) Stunt Race FX (SNES) 
Clayfighter 2/Mortal Kombat/Killer (Game Boy) $30 4 Salween Place, Greenfields, Mandurah, Revenge of the Gators (Game Boy) Sim City (SNES) 


Instinct/Star Wars/Empire Strikes Back Skate or Die (GB) $20 or swap WA 6210. Tel: 09 581 4080 


Super Game Boy (SNES/GB Hardware) 





TASMANIA Any Donkey Kong Games (SNES/GB) 

CARL MORTELL Donkey Kong Land 2 (Game Boy) Super Metroid (SNES) Any Fighting game (SNES/GB) 

32a Laura St, West Launceston, Tas Mario is Missing (SNES) Demon’s Crest (SNES) NEW ZEALAND 

7250. Tel: 03 63 343 898 Stargate (SNES) Mercenary Force (Game Boy) JAMIE PULE Super Mario All Stars (SNES) 

NICK REID Link’s Awakening (Game Boy) Bart vs The World (NES) 17 Kamara Rd, Glen Eden, Auckland, — Sim City 2000 (SNES) 

135 Nicholls St, Devonport, Tas 7310 — Micro Machines 2 (Game Boy) NZ 1007. Tel: 09 813 0435 Super Scope Gun + Games (SNES) 

Tel: 03 6424 3564 Any N64 game (except Mario & Wave Race) CAMERON G Super Mario 64 (N64) SNES Console + 2 Controllers $180 


COLIN MANEY The Legend of Zelda (NES) Bart vs The World (NES) 50 Totara Rd, Whenuapai, Auckland, NZ Secret of Mana (SNES) $90 
215 Gilbert St, Latrobe, Tas 7307 Tetris (NES) Adventure Island 2 (NES) Tel: 09 416 8822 Super Mario Kart (SNES) $45 
Tel: 03 6426 1906 Dr Mario (NES) Bayou Billy (NES) or all for $310 


“Jo8 Ti LA Eee aaa ae eta 


Rainbow Islands (NES) 


NES Console, 2 Controllers, Gun 
(console sometimes doesn’t 
work) $20 - £10 


J MACKLIN $650.00 will not seperate SNES with 18 games 
1/5 Barkes Ave, Lakes Entrance, Vic Donkey Kong | and 2 (SNES) — oe my ar 
3909. Tel: 051 55 3883 Syndicate (SNES) Jock (NES) ; 7“ } (HB) 
Cannon Fodder (SNES) met 
Flashback Etc (SNES) all NES games for $75 
Action Replay 3 (SNES) eC eM OE aE ON! SR Le TINE 8 iu cin 67 
2 Control Pads 
1000s of cheats 





About 20 gaming mags 





au 
~~ i 


BACK ISSUES 


u YA Tg LAUNCHIESCAPE PO 
3 rf 


DOOM & SMW? GUIDES 


-GE GSO Va GBS8GS SSS 





NHL ‘96, Breath of Fire 
Il, Final Fight 3, Weaponlord, 
Yoshis Island, TinTin in Tibet, 
Doom. Return of 
the Jedi, Tetris Blast. 
Killer Instinct 2. 
PilotWings 64, Zelda 64, Super 
Mario Kart R, Wave Race 64, 
Body Harvest, Shadows of the 
Empire, Buggie Boogie, StarFox 
64, Kirby Bowl 64. 


SPORTS SPECIAL 
Ken Griffey Jr, Foreman 
0) ta] | ov ©) A280) 8) (6 
Games, 90 Minutes Soccer, PGA 
‘96, Super International Cricket. 
Olympic Games, 
PGA ‘96, NHL ‘96. 
Wayne Gretzky 3D 
Hockey, Turok, Wave Race 64. 


Biola <\Va colalemaeleiaieays 
3, Kirbys Fun Pak, Power Piggs 
of the Dark Age, Wario’ 
Woods, Mortal Kombat 3. 
Donkey Kong 

Land 2. 

Turok: Dinosaur Hunter, 
Super Mario 64, PilotWings 64. 


Please rush me the 


following issue(s): 


(please tick). 


I enclose a cheque/money order for $ 


Name: 
Address: 


State: 
Phone: 


SHADOWS OF THE EMPIRE 
OES: MARIO 64° PLO TVIWES 64 


mr h the Enspite’ hee 





manner 





Town/City: 


Wave Race 64, Super 
Mario 64, Clayfighter 3, Rev 
Limit, Wild Choppers, Mace: 
The Dark Age, Doraemon, 


Chameleon Kid Super 
Star Wars, Donald in Maui 
AV Fal tal ne) Star 


Wars, Donkey Kong Land 2. 
Reader Survey. 


Mario Kart 64, Shadows 
of the Empire, Turok: Dinosaur 
Hunter, Super Mario 64, 
PilotWings 64. 

Terranigma. 

Biola) <a Colalem aa] ale me 
History of the 

N64, Melbourne Grand Prix. 


NBA Hang Time, 
Robotech: Crystal Dreams, 
Shadows of the Empire, 

Turok: Dinosaur Huner, Super 
Mario 64, Mario Kart 64, Wave 
Race 64. NBA Live ‘97. 

Ultimate Mortal 
Kombat 3, Donkey Kong Land 
2. sIallalemeal= 
Scenes at the NBL. 


MORTAL KOMBAT TRILOGY « CRUISH USA 
DOOM 64° HEXEN: BLAST CORPS « MARIO 64 


SHADOWS OF THE BAPIRE + PILOTWINGS 64 





Legend of Zelda 64, Yoshug 
Island 64, Dark Rift, Top Gear 
Rally, Mission: Impossible, Doon 
64, Blast Corps, Wayne Gretzky 
3D Hockey, Hexen, Killer nr 
Gold, Cruis’n USA, Mortal Kombal 
Trilogy, Shadows of the Empire, 
Super Mario 64, PilotWings 64. 


Each issue costs $7.99 in Oz 
which includes postage & packing. 
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PO Box 734, Crows Nest, NSW 2065. 








SUBSCRIBI 
0) fae OF FS) OF. 

















Byou too can experience the sound of the satisfying thud on the doormat as 
ENMS arrives at your house for the next 12 months — way before the other 
Bnugs join the queue at the shop! All you’ve got to do is fill in the form 
Below and you'll get the next 12 issues delivered to your door for the 
@>argain price of $54.45 (aus$60 in New Zealand and Indonesia). That’s 12 
issues for the price of 11! Decide whether you want a 1 year or a 6 

onth subscription then tick the appropriate box on the form below and 
ill in all your details. 

ITHER: Send your Cheque/Money Order (together with the completed 
orm!) to: 










a 
iia: 


R: Phone this number and pay for your sub by Credit Card. 


en 






BPlease allow 4 weeks for delivery, because our poor old Subs 
epartment always 
as a hangover! 





$54.45 
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‘ this form if you don’t want to cut up your mag! 
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